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AT LAST! CASSETTE BARGAINS FROM PAGE 6

New casseftes from only 95p each including postage!

Enhance your collection with these brand new game cassettes
available now from PAGE 6 and NEW ATARI USER

PROTECTOR

Assigned to Fort Rucker, the US Army Helicopter Training School
based in the Nevada deser, your alm I3 to become the best chopper
pilot this side of the Iron curtain. A real Protector! Your mission
consists of a strateglc battle of wits between yourself and either
another pllot or a computer controlled RPY (Remote Pilotless
Vehicle)

ROGUE

You are the ROGUE. Your miasion is to search the Dungeons of
Doom for the Amulet of Yendor. In the dungeons you will find many
things to ald the quest for the Amulet. You will also encounter
fearsome monsters and fiendish traps that will challenge all your
skilla

UNIVERSAL HERO

GASP! Only seven seconds left o save the planet! How will you do
it Burt? Universal Hero has to save his skin and everybody else's
by finding bits to repair a shuitle to get 1o a planat o pick up the
spares to mend a space freighter which is out of contrel and about
to blow him and his chances ol getting back to earth to atoms. &
nail biting, multi-dimensional, hi-res Awesome Arcade Adventure!

HENRY’S HOUSE

Little Henry has shrunk, He must navigate his way through the royal
househald to find the eure, Avalding all the obstacles in his path,
fram terrible toathbrushes, through pestiferous parrots and chefs
chasing chickens, to a final encounter with the vicious vampira!
Acknowledged by all reviewers as one of the best Atari games

BOMB FUSION

A terrorist gang has planted bombs throughout the Sellerscale
Muc¢lear Processing Plant and you, as ex super hero (ex after the
‘Boris Affair') have to go in and save the plant and possibly the
Horthern Hemisphere from destruction

MILK RACE

Cycling 1,000 miles is no mean feat - and you could end up feeling
preity exhausted by the time you've finished playing this superb
race simulation designed especially in conjunctlon with the Milk
Race

GUN LAW

Four months of bloody alien attacks have taken their toll - all the
surviving inhabitants have fled and argon attacks have been made
on your weapon stores, they destroyed what you could not carry
away. You are left 1o fight alone against ruthless and bloodthirsty
killers with just a single machine gun

REVENGE II

The Mulated 30 fool high, laser spliting death camels have rebelled
against their caplors the Zzyaxians and are out for revenge! All
action, highly graphical shoot-em-up from Jeff Minter

DESPATCH RIDER

Joln the growing band of street demons - those fearless horders
who terrify the population of the big cities to get the parcels
through. Flan your moves to make some money, bul don'l take too
long - time is always short. Gain an instant mache rating and be a
despatch rider with this all action simulation

INVASION

Mobilize your units and prepare for battle, This all action space
conflict requires skill, strategy and tactics. You must destroy the
weather control station in order to win the battle but every move
you make the enemy will counter, and they're waiting for you to
make just one fatal slip up

LOS ANGELES SWAT

Speclal Assignment. Rescue the hostages from the terrorist gangs
halding sut in West L.A. Clean up the streets. Blow away the bad
guys and be a hero on network T.V.! Fail and you won't be coming
back to watch it. All action joystick bending combat for those with
the =kill to survive!

SPEED ZONE

Enter the Speedzone in a frantic defence against marauding alien
forces. A survey ship sent info the area comes under attack. As an
enemy vessel draws closer your "STARFIRE™ class attack craft is
launched

FEUD

To win at Feud you must “out-spell” your rival Wizard Leanoric. In
Kieka's herb garden wou will find the ingredients for your spells but
tread carefully as sirange things can happen in this game of magic
and mystery

PANTHER

Save the last humans on Xenon before the alien hordes turn them
ime Sunday roast! Take your ground attack ship through this 30
secrolling mega shoot-em-up with great graphics and unbelisvable
soundtrack

CHECK THESE REDUCING PRICES!

Any one cassette £1.95 - any two £3.50 - any three £5.00 - any 4 £6.50 - any five £7.50
or select ANY TEN CASSETTES FOR JUST £9.50! y

All prices are inclusive of postage

Use the order form on our Accessory Shop pages or just write or phone. Credit card orders accepted by telephone on 0785 213928
Send to: PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR

Overseas please add 25% postage for Air Mail
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INDIAN GOLD

_Another fine game from
Bill Halsall - can you solve it?

SUBSCRIPTIONS

Annual subscription rates (6 issues)

UK £12.00
Europe (Air Mail) £15.00
Elsewhere (Surface) £15.00
Elsewhere (Air Mail) £21.00

Overseas rates reflect only the difference in postal cosls

NEW ATARI USER ON DISK

A disk containing all of the 8-bit programs
from each issue of NEW ATARI USER is
available either separately or on subcrip-
tion. Single éﬂime £2.95 per disk, Subscrip-

tion rates (6 issues)
UK £25.00
Europe £32.00
Elsewhere (sea) £32.00
Elsewhere (Air) £42.00

Please make chegues payable to PAGE 6
PUBLISHING and send to the Editorial
address shown below

SUBMISSIONS

PAGE & welcomes and encourages its readers to
submit, articles, programs and reviews lar publi-
cation. Programs must be submitted an disk or
cassette, articles shoukd wheraver possible be
submitted as text files on disk. We seek ta an-
courage your participation and do not have stroct
rubas for submissions. If something interests you,
write a program or articke and submit it! & ri-
ate payment will be made for all published prog-
rams and arficles, all payments being made at the
end of the second month shown on the cover of
the ssue concernad.

All ariginal ar‘ﬁclas,EnrngramE and other matenal
in NEW ATAR| USER s copyright of the authar
as cradited. All uncredited material is c iﬂm
PAGE 8. Unlass containing the by-line "All Rights
Reserved’ any material in NEW ATARI USER
may be reproduced by User Groups and ather
non-profit making arganisations provided that the
authar's name is included and PAGE 6 is credited
as the orginal publisher. Permission to publish
elsewhere should be obtained from PAGE 6 or
the author. Editors of newslefters reproducing
material are requested to send a copy of the
relevant issue to the Editorial address of PAGE
6. Whilst we take whatever 5E?s we can o
ensure the accuracy of articles a f?'ms and
the confents of advertisements, PAGE & cannot
be held hable for any errors or claims made by
adverfisers,

ATARI (TM) iz a registered trademark of
ATARI CORP. All references should be so
noted, MEW ATARI USER is an independent
publication and has no connaction with Atari
or with any other company or publisher.
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THE CREDITS

All of the usual stuif I8 on page 3 but here are
the people who made this issue possible,

Les Ellingham =i o around Christmas time
to complete this issue while everyone else
seemed to have a couple of weeks off, It really is
hard to get back into the swing of things after
the Christmas blow-out, ain't it?

Sandy is still doing her stull

Paulette was invited out by one of our custom-
ers around Christmas and could be available
again if the right offer comes up. Mind vou she's
a bit fussy so yvou will have to come up with
something like a week in Barbsidos or a Royal

the usual address

The Regular Contributors, who provide the hack-
hone of the magazine and can generally be relied
upon to come up with good articles and reviews,
-1 y -

John S Davison John Davison jr
John Sweeney Paul Rixon
Damon Howarth  Ian Finlayson
Dion Guy The Tipster

All other contributors [or this issue are indi-
vidually credited al their articles or prog-
rams. Thanks to everybody for sharing their en-
thusiasm with other Atari users.

Last issue's cover was a photo of DICE!. simply
hecause it was the most colourful of the prog-
rams in that issue. This time it should be a
sereen shot of INDIAN GOLD by Bill Halsall, if
everything goes according to plan that is

Lots and lots of new CI¥'s this time bul moany
re-lasues, Gredbes! surprise wias o rew Ineredible
String Band CD of stwfT recorded for the BEC ancd
not previowsly released, not their best bul sl the
158 and by the time this hils the shops their early
Electra albums should be ont. Oh joy! Another
surprise was o more early albums from Plerce
Turmer how unique the man is, well
warth the listen. Still on the nostalgia trail o
aboui a couple from Tir Na Nog? Great ai the time
and, surprisinglyy, still good, I can remember all
the words after almost 15 years! The rest will
have to be just listed otheneise there won'l be
enouwgh room., they include U2, Enya, Shirley Col-
ling classic Mo Roses. Van Momison live, Tom
Petly's Into the Greal Wide Open (a litile late, [
fno), Morra O'Connell, Robert Earl Keen Jr with
No Kinda Dancer, Rick Wakeman's King Arthur.
stll sfirming after all these years plus olhers by
Rick and Van. All these and more made this issue
possible. Without the music there might not be the
inspiration to continee. Ask Jeff Minter how he’s
still arrovnd!

The next issue of NEW ATARI USER could
feature YOUR article or
s0 SEND IT IN NOW!

PAGE 6 shows fust what you can do with your Asari, NEW
ATARI USER hvas always been created entirely with Atar
equipment, fnifally or the XL bt more lately with a Mega
5T and oiher sineflf, whe needs M7y or Macs! With (he
exceplion of the final ouiput on o Linotron ard the use of an
in-lronse repro comera for the photos and listings everything
is done on the 5T, Hordware incledes a Mega ST2 (upgraded
to SMEL, SMI2F Monitor, Suprae 30ME Hard [DNsE. an Atarl
Laser Primter, Cittzen 1240 prirl]'rr, .F.'rﬂ'ip.i CMERIT roaridor,
I30XE, XF551 disk drive, 810 disk drive, 850 interface, NEC
8023 primger, Frincipal software wsed &5 Provext aud Fleer
Streed Publisher 3.0 ivher software includes Kermii, Tari-
Talk, Turbe Bovic ard varfery coviom writien ProOgramEs o
the XLIXE. Articles and progroms submiited on XLIXE disks
are siehjected o varfous custum wrilten programs before
bﬁng .fmﬂtfer?mn‘ acress o the 8T via TARTTALK. All mayor
editing iv done with Protec and pages are laid oul with Fleet
Street Publisher. A disk with the finisked pages as Postyeripl
Jiles is sent te a typesenting bureau to be outpret on a Limotron
und, fey preste, finished poges are send beck exvactly as yon
sew dhem, If really dees work! AR that i left is fo drop in the
listings and phtos.

Well, it"s mol guiie a5 easy as that but you get the idea!

Garden Party. Applications [with full itinerary) to

lssue 54 - Mew Atari Lser
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POST OFFICE PS

Last issue’s tirade about the postal service may have actually had some effect. At
least we received a call from the Public Relations department of the Royal Mail asking
for a copy of the article. This was duly sent but we heard nothing more. [ wonder what
happened. Did it just get filed or did someone actually do something? You would
think that if the PR department was genuinely interested they would have, at least,
dropped us a line to the effect that they were concerned and would be investigating
how to improve the service, wouldn't you? One thing we do know is that properly
addressed mail still fails to arrive. We posted a valuable parcel of secondhand books
to a customer in mid December which, to date. has failed to arrive. Doubly annoving
because the books were ‘one offs’ which will be almost impossible to replace. Looks
like will be have to continue to live with the fact that there are no guarantees as far as
the mail is concerned.

HOW MANY MORE?

[ wonder how many more Atari 8-bit owners there are, siting quietly at home with

¢ their machines wondering how on earth they find any software or support? We have

certainly had a great number of enquiries in recent months from folks who have never
heard of the magazine and have no idea what software is still available or where to get
it from. Most of these have been referred to us by Atari or by Silica Shop who are no
longer interested in servicing the shrinking 8-bit market. Whilst these referrals are
most welcome [ can't help wondering how different things might have been if Atari, in
particular, had been more helpful in the past in alerting owmers to our existence.
What is obvious is that there are still many more owners who don't read New Atari
User. What is not obvious is how we reach those people. Now that the weekly
computer mags have gone the avenues [or advertising are limited and with advertising
rosts being quite horrendous, we have to be sure that any advertising reaches the
right people. Any ideas? If you are a new reader perhaps you would care to drop us a
line to say what other computer related magazines you read, or what general
magaxines. or how you came to hear about us in the first place. It is quite sickening to
think that a large number of Atari owners may just fade away because they can't find
any support when the support is most definitely there if only we could find those
OWTIETS.

GOODBYE GERMANY?

Now that 1992 is here, we are supposed to have closer links with Eurcope and freer
trade but our recent experience with the German software we advertised last issue
has nol been encouraging, Supply of these items has been erratic and your response
has been quite poor so that it does not seem worth our while to struggle on trying to
supply new software at the cost of a lot of work and little reward. Why is it that new
software does not sell yet old chestnuts that we feature in the Accessory Shop, such
as Pacman, Loderunner, Star Raiders etc. continually sell out? Most probably it is
because the new German stuff is on disk while the more popular games that sell out
are on ROM cartridge. It can't be the price, which is similar, so is it that there is still
this major shortage of disk drives out there? Maybe that is the real answer. Maybe
those with the disk drives are the more serious users who prefer writing programs to
playing games. Whatever the answer, it is sad that good software from Germany
which we have heard about for many, many years. having finally become available
does not seem to command the interest it should. There is now virtually no new
software being written in the UK or in the States so the mainland European countries
will be the only source of new software, providing that they continue to receive
support. Support which, it seems, that we as a nation are not really interested in
giving.

HAPPY 1992

A bit belated I know but [ am actually typing this on New Years Day, so | take this
opportunity to wish all our readers a Happy New Year and let's hope that we all
survive another year in the best shape possible.

_J{]Ei é}ﬂ}llﬂﬁﬂﬂl
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XL/ XE DISKS XL/XE ROM CARTRIDGES
Abuse Despatch Rider Pirales Barbary Coasi Ace of Aces Eastern Front Mecromancer
Action Biker Dropzone Proof Reader Adventure Creator Fight Might One on One
Alien Ambush _ Druid Quasimodo Airball Final Legacy Pac Man
Alt. Reality Dungeon/City Eleciraglide Racing Destruction Set Archon Flight Simulator I Poele Position
Atari Music | F-15 Strike Eagle Silent Butler Asteroids Food Fight QBert
Atari Smash Hits 7 Gauntlet Sorceror of Claymore Atari 400/800 Basic Galaxian Rally Speaedway
Auto Duel Deeper Dungeons Spy vs Spy Ballblazer Gato Rescue on
Bandits Ghostbusters Star Wars Barnyard Blaster (LG) Hardball Fractulas
Basic Compiler Graphic Adventures Printer Delight Battlezone Joust River Raid
Bala Lyrae Hacker Super Boulderdash Beam Rider Kaboom Robotron
Blockal Infiltrator Visicalc Blue Max Karateka Sky Writer
BookKeeper Kennedy Approach Temple of Apshai Chicken Linking Logic Star Raiders Il
Bop '’ Wrestle Lancelot Trivial Pursuit Chopper Lifter Lode Hunner Star Trek
Chess Master 2000 Cromo CAD Video Title Pack Claim Jumper Mario Bros Summer Games
Cross Country Road Race Movie Maker Zaxxon Crime Buster (LG) Master Type Tennis
Crumbles Crisis Mewsroom Dark Chambers Math Encounter Typo Attack
David's Midnight Magic Missile Command US Football
BOOKS Desert Falcon Moon Patrol Wizard of Wor
E.T. Ms Pacman Zone Ranger
130XE HANDBOOK PROGRAMMING THE 600/B00XL ATARI FIELD SERYICE
DOS 2.5 MANUAL'DISK 400800 TECH REFERENCE NOTES MAMUALS FOR 600XL
ELECTRONIC COMPUTER  400/800 BASIC MANUAL 810 DRIVE/ 1020 & 1027 mm HARDWARE
PROJECTS DE RE ATARI PRINTERS/ 1010 RECORDER!
BOOXL USER MANUAL HACKER HANDBOOK 850 INTERFACE 1028 RIBBON 130XE COMPUTER (recond.)
TURBO FORMAT: HIGH SPEED TAPES 1027 ROLLERS XC12 RECORDERS - TURBO
Paint Board Gauntlet ; Stack Up JOYSTICKS oot nada i Sl
Turbo Basic Tomahawk Mission Shark 1050 DRIVE BELTS ;EQSETDET;EEE ﬂﬁgw
Ace of Aces Hlnja Commando Jocky Wilson's Darts KEYBOARDS
Draconus Las "-I'eqa:a Casino Blinky's Scary School 1020 PAPER ROLLS MICROPRINT CENTROMNICS
Beta Lyrae Mountain Bike Racer Hawk Quest INTERFACE

Derek Fern, MICRO DISCOUNT, 265 CHESTER ROAD, STREETLY WEST MIDLANDS B74 3EA, ENGLAND

Send B" x

6" SAE for Price List. Tel. 021-353-5730 FAX 021-352-1669
List also available to modem users via The City BBS 021-321-1610

ATARI XLIXE SOFTWARE BARGAINS

EXCEL DISK MAGAZINE BACK ISSUES

ACK ISSUE

The following back issues of
NEW ATARI USER are still available

1 - incledes AMNESIA, XAGON and SPACEBALL games, plus COLORFONT; the
ullimate multicolour character editor

2 - includes High Tech Team WATCH DIZ demo, SMUSH, TRIAD and GALACTIC
CHASE games and soltware reviews

3 - includes reviews, a great DEMO, ROTO, CAVELORD and MYRIAPEDE games,
plus THE SI'I.IDIID samiple plm

4 - includes amazin AMIG PIE‘TLIHEE TILE TROUBLE, ATARTRIS, SPARE TIRE
and ALIEN AMBUSH U reviews

5 - includes reviews, EXC L Mi (8 colour drawing wtility), and two superb games
ATOMIT and SUBMISSION

& - includes reviews, an excellent DEMO, a CALCULATOR utility, WORLD CUP 86

¥

i

;H E BIG [I::IEMD
mazing Dulch deme with fab digi-music
HDBBTPRD 7
- Suparts Sarman ar ..1..hl:= & music demas!
"HOBBYTROMIC "00MUSIC KALEIDOSCOPE -
T famlasic demos on one disk, Owver 50 great
Tuneas!
“VIDEQ BLITE {130XE only)
Spaciacular 128k demp
*“THE TOP PART 3 - Dutsianding Polish demos!
NGzl P - Classic cars and gorgecus grts, Excakent
“MIRACLE'POKEY EXPD |
Supert demes from Haolland!
TEXTPRO - Fantasic word propassor dek with dogs!
“DETERM - Menu dnven comms packaga!
DAISY DOT Il
- Buperb Letier Cuality printing package!

* = Enhanced Density BUY 10 PD DISKS, PAY FOR ONLY 8!!

DRAPER PASCAL

Ex-commarcial language disk plus oogss!
R-DARAW {130XE anly) & PIXEL ARTIST

Two supar At and dasign packages for modes 8
and 15. Fuly documented!
“LOADED BRAIN

Graphically superh game of concentratian!
TACTREK - Star Trek simulation wngien in Frethl
PARADOX
- Tewl adverure with full calaur graghics!
ALIENS & DANDY DUNGEQ! Based on the bt
gl Twa ancade games playsd Gauntlel style!
TETRIX, SCRABBLE & WHEEL OF FORTIUNE -
Gamas for thirkars! Eight bit Tetris plus twa mull
player word games!

ROBERT STUART, 21, STRONSAY WAY, BROOMLANDS,
IRVINE, STRATHCLYDE, KA11 1HZ, SCOTLAND

All cheques/postal orders to R. STUART

nd EMPIRE STRIKES BACK
- i”E:;‘.','QLSQFDR.;';"FFE':sﬁlrfﬁgs’ﬁs&:g:?fﬂﬁﬁu" ﬁgtl;;.n games, plus : sSsue g; : ssue :3
- All games Issue includes MONTY  JACK THE I ;gﬁ:;'r?.;'n, DASH, LIVE WIRE, ssue Ssue
ZAND'S LABYRINTH, CHESS, FLOYD THE DROID and mare Issue 33 iIssue 45
T T R . (o S men o Brica E4 can b M i
EXCEL 3 lssue subsl:r.l-pth.:-n E12. Overscas plmsw; add £1 postage I ssus 35 I sSsue 47
IMPORTED GAMES (DISK ONLY) CASSETTE SOFTWARE Issue 37 Issue 48
FROM KE-SOFT ALL AT £6 EACH!! - ALL £3 EACH! Issue 38 Issue 49
* = Enhanced Density Drive requined
DRAG ! S0GON /| DREDIS | ZEBU LAND® / AMNESIA | COLORFONT / TILE TROUBLE ! I ssue 39 I ssue su
Jﬁﬁé"égf%?ﬁ'”&;;aﬁﬂ%g- | XAGON & SPACEBALL | TRIAD & XEVIOUS Issue 40 Issue 51
PUNGOLAND | CULTIVATION & CHROMATICS | ssue 41 Issue 52
TOP QUALITY DOUBLE SIDED PD DISK ALL £3 EACH!! Issue 42 Issue 53

DISKS ARE AVAILABLE
FOR ALL THESE ISSUES

BACK ISSUES are £1.75 each in the UK (inc. post & packing],

£2.40 for Europe or surface mail elsewhere and £3.50
for Air Mail outside Europe. Prices include postage
ISSUE DISKS are for any 48k or 64k 8-bit Atari
Each disk is £2.95. Postage FREE in U.K.
Overseas add £1 per order (any number of disks)
Send your order to

PAGE 6, P.0. BOX 54, STAFFORD, ST16 1DR, ENGLAND
ACCESS and VISA accepted. Telephone 0785 213928

Mew Atari User - lssue 54
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AMS MEMORIES

Just a few lines to say what
a pleasure it was to see you
and the PAGE 6 crew at the
AMS 5 show at the Bingley
Hall. There was brisk trade
on the stand and many bar-
gains to be had. We hope
that you made enough to
swell the Page 6 coffers to
buy each other a well deser-
ved drink afterwards!

It seemed to us that every
other person was carrying
something to do with an
Atari! Derek Fern on the
Micro Discount stand next
to yours seemed to be doing
particularly well, as my son
had to practically fight his
way to the front to collect
some advanced ordered
goods. He also bought a
65XE (expanded to 128k)
from another stand for £30.
Dean Garraghty was demon-
strating an interesting
sound program and Gralin
were selling an exciting
amount of hitherto elusive
hardware (where's it all
been hiding from us!). As re-
gards Gralin we heard some-
one on their stand saying
that they now owned the
rights to 2-Bit Systems
programs and would soon
be marketing them. Needles
to say our money was all
exhausted by lunchtime
and we were unable to stay
till the end, but it was well
worth the 200-odd mile
round trip. It always baffles
me that Atari as a company
would want to miss out on
all this obvious enthusiasm
(not to mention revenue)
for their own product.

In finishing I would also
like to take this opportun-
ity of thanking Sharward
Services for organising
another good show. Hope to
see you all there next year.

Richard & Matthew Preston,
Winslow, Bucks

AMS 2

It was nice to see the 8-bit
Atari so well supported
compared to what I'm used
to at AMS 5. There also
seemed to be more people
around the Atari stands
than others. There were
bargains galore to be found
although you had to fight
your way to the front on
some of the stands.

Although most of what was
on show was old there was
one new release from Dean
Garraghty. Thanks to him
for the demonstration of
Dvigi-Studio. It allows you to
play music with real sounds
recorded using 2-Bit Sys-
tems Replay cartridge.
Although I have not had the
chance to use the program
myself, the sound quality
was superb and very realis-
tic. He should be congratu-
lated for his continued sup-
port. Hopefully his second
package for Digi-Studio will
be available soon.

All the people with B-bit
stands should be thanked,
Page 6, Gralin Internation-
al, Micro Discount, Dean
Garraghty and Miles Better
Software. Anybody who is
interested in the survival of
the 8-bit should go to AMS
6 next year.

Robert Bainbridge,
Stoke-on-Trent

Once again my friends and 1
made the annual pilgrimage
from the North East to Staf-
ford for the All Micro Show
5. The support for the Atari
8-bit computer seems to get
better year by year. Plenty
of hardware and software on
sale at affordable prices. An
opportunity to stock up on
my New Atari User Binders,
also printer ribbons, blank
disks etc. Atari users
should book the date for the

next show in their diaries
now - it' 14th November
1992,

Tommy Wood,
Hartlepool

DARK STAR

Please find enclosed the
latest issue of my fantasy
magazine Dark Star.

I thought you might be in-
terested to see what I get
up to with my 130XE,
XF551, Panasonic
KXP1081, Atariwriter Plus,
Daisy Dot II editor and for-
matter! Hope you enjoy
reading it, if you could men-
tion it in NAU that would be
great. Please write and let
me know what you think.

Rob Dyer,
Gravesend

Thanks for the mag, Rob. As
usual I have not had time to
write back personally but
have to say that the magazine
is most impressive. [ any
readers are interested in Fan-
tasy and Science Fiction films,
videos, bools etc. [ strongly
recammerncd that you try a
copy of Dark Star. If you are
not particularly interested
then I suggest that you get
hold of a copy anyiway just (o
see what excellent results can
be achieved with a 130XE
plus a little bil of application
and dedication. It certainly
puts a lot of user group news-
letters to shame! The cover
price af the issue sent is
£1.50 and back issues are
mentioned inside at £2 inclu
sive of post and packing so [
suggest that you send off £2
now for the latest issue of
dark Star, just to see what it
is like, The address is DARK
STAR Magazine, 64, Arthur
Street, Gravesend, Kent. Che-
ques should be made payable
to Darlk Star.

SOME TIPS

Did you know that if you
connect pin 5 (live) and pin
2 (Ov) of the serial port to
the microphone socket of a
standard tape recorder you




can CSAVE to a standard
cassette recorder? The
catch is that you cannot
CLOAD without a decoder,
however you can put the
tape into an Atari recorder
and CLOAD it. The point is
that if your Atari recorder is
dodgy on record (like mine)
you can get better results.

If you have a US Doubler
and DOS 2.0s you can use
DOUBLE DENSITY disks
with 180k of storage. The
problem is that if you have
only one drive you need a
D/D disk to start you off. If
you have two drives then
you can make your own
master disk. From Basic set
the Configuration Block to
D/D and go to DOS and for-
mat your disk. Use the H
option to write the DOS
files and away you go.

I hope that these couple of
tips prove useful to some
readers.

H.S. Wood,
Bradford

CRYSTALS

I liked the little program
called CRYSTALS in the last
issue but unfortunately if
like me you have no printer
the program stops at line
230 waiting for printer re-
sponse.

By changing a few lines the
program continues to show
new patterns every 45
seconds. I have also added a
bit of colour to brighten up
the display. here are the
changed lines

190 SETCOLOR 1,0,15:
SETCOLOR 2, RND[0)*15,2
200 SETCOLOR 4,
RND(0)*15,4

230 FOR D=1 TO
2000:NEXT D:RUN

9000 REM

9030 ? #6

9080 ? "PLEASE WAIT 45
SECONDS ..."

I hope your readers like the
modification. It never re-
peats the same pattern
twice.

W.H. Morgan
Widnes

PRINTING

I have upgraded my system
to a 130XE, 1050 with ISS
Plate, a 1020 plotter and a
Citizen Swift 9 'colour’
printer. I find the set-up

very satisfying but a prob-
lem has cropped up which

you might be able to clarify.
How do you get inverse
video to at least print out in
lettering rather than the
Graphics set? It is a big
problem on listings which
make a lot of use of this.

I am amassing loads of
knowledge about 8-bit prog-
ramming in a rather hapha-
zard manner and thorough-
ly enjoying myself however
it would be nice to even-
tually put my skills to good
use. How about an article
on practical ways of harnes-
sing one's computer to the
problem of becoming a mil-
lionaire?

Finally if anyone with a
1020 plotter needs to really
find out its capabilities, I
would recommend that they
get hold of the Victograph
Plot Window (Derek Fern
has some]). It is amazing
what can be done with the
aid of the programs in this
package.

John Perrin
Folkestone

The best way to get inverse
video to print out is by using a
special printer driver for the
purpose, We use an old com-
mercial program Print Wiz
(long since disappeared] to
print ouwt our listings and this
will produce all inverse and
graphics characiers on o vari-
ety of printers. There are also
a number of such programs in
the public domain, check our
FD library. The problem is
that most of these program
are for Epson compatible prin-
ters and may not work on a
‘colour’ printer, although if
you can set the printer in
‘Epson’ standard mode they
should be okay. The other
way lo get inverse to print as
rniormal lettering is to set the
dip switches on your printer to
‘ignore the eighth bit". This is
a fairly common feature on
printers and you should check
your manual to see (f it is pos-

sible. If you can do this then
you should find that inverse
characters print out as nor-
mal. [f you want to use your
printer for graphics, however
(assuming that you have the
appropriate program) you will
have to reset the dip switch.
Nice to hear about the Victo-
graph Plot Window again
which we reported on way,
way back, maybe around
issue 4 or so. Certainly very
wseful with the 1020, Finally
if I ever discover the way to
set the old Atari o use to be-
come a millionaire you can be
assured that I will let you
know, maybe from Barbados!

KEEP BUYING

I recently wrote to Hi-Tec
and asked then about future
releases. They informed me
that they would no longer
be doing Atari 8-bit conver-
sions which is yet another
blow to the rapidly dimi-
nishing Atari 8-bit scene.
So, is that it? No! I plead to
all PAGE 6 readers to write
to Hi-Tec and promise to
buy any new releases and if
they do release another
B8-bit conversion buy it
straight from Hi-Tec. Show
your commitment, it's ap
to us!

Sue Donym,
Glossop

I'm not surprised that Hi-Tec
are not doing more Atari 8-bit
soffware since they tried hard
to keep secret the games that
they did release. [ am con-
stantly astonished how soft-
ware companies fail to prom-
ote their products. Hi-Tec had
some fabulous Atari 5-bit re-
leases yet they never sent out
one copy for review despite
our telephoning and FAXing
them regularly. The games we
did reviein we bought oursel-
ves, once we finally disco-
vered that they had been re-
leased. From a business point
of view I fail to see why we
should have to buy games to
review so that the publisher
can make money from the
subsequent sales. Of course
we want fo continue to sup-
port the Atari so we feel it our
duty to review any soffivare,

-

even if we have to buy it
ourselves, but that's not quite
the point. Hi-Tec were prob-
ably disappointed about the
sales of their Alari releases
but then if they never told
anyone about them what dicd
they expect? Write to Hi-Tec
by all means. I hope that it
will have some effect but, un-
less Hi-Tec have wolen up to
proper marketing, youw meay
not have much success.

SUPPORT

With reference to readers
who ask for information
about where to buy software
and hardware, I have re-
cently been sent a list of
people who are still sup-
porting the 8-bit system.
The list has some 40 plus
names and addresses of
software companies, PD lib-
raries etc. and covers the
USA, Canada and the UK.
Also the list has magazine
publishers including a new
publication named ‘Atar-
iUser’.

If anyone would like a copy
of this list, please send an
SAE (23omm x 105mm) to
STOURBRIDGE USER
GROUP, (SOURCE FILE), 99
BREDON ROAD, STOUR-
BRIDGE, WEST MIDLANDS,
DYS 4LA.

Les Taylor,
Stourbridge User Group,
Stourbridge

Sounds like the sort of thing
we should publish, Les, for
the benefit of all Atari users
and it would save yout a lot of
photocopying. How about
sending us the list and we
will publish it in the next
issue giving you the appropri-
ate credil. If anyone else has
information like this, then
send it in to be published. The
Atari communiiy needs all the
support it can muster and the
members of just one user
group surely won't be enough
to keep commercial support
going. On the other hand, if
the information reaches sever-
al thousand dedicated Alari
users all over the UK [arnd
overseas) that's a different
maiter,
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BOMB

HUNTER

ow that Nuclear testing has ceased on the
planet of Ataria, some lucky soul has got to
go there and clear away the remaining un-
exploded bombs. Guess who drew the short
straw? Yes, you did!

The object of the game is to move around the surface of
Alaria in your blue bombseeker ship and collect as many
of the white square bombs as possible, It's not as easy
as it seems though. For a start the radiation level (indi-
cated by the vertical bar on the left hand side of the
screen) will increase continually due to the high back-
ground intensity caused by hundreds of years of testing
and each bomb has a countdown timer. When this timer
reaches zero il will blow up emitting more radiation.

There are seven levels to the game (levels 6 and 7 are
almost impossible to complete) and as levels increase the
number of bombs needed and the number of space cacti
and radioactive frees increase while the initial count-
down number decreases. On level 1 the count-down
timer is set to 10. For each of the next levels the timer
decreases by one and the bombs to collect increases by
2 until, on level 5, the count-down number is 3 and the
number of bornbs to collect is 18.

To collect and disarm a bomb simply guide your ship
over the bomnb, your enboard computers will do the rest.
To complete the game you must collect at least 70 bombs
and complete the level you were on when you reached
that number. The game is over when the radiation bar
reaches its maximum value. Once a level is completed,
this bar reduces in size.

The game allows you to select any level from 1 to 5 to
start on, but to enable you to finish the game it is
necessary to start on level 1. Also included is a pause
mode, activated and de-activated by pressing the space
bar.

by Richard Gore
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1 RE M bbbt -
2 REM * BOME HUNTER .
I REM = by »*
4 REM ¥ Richard Gore *
5 REM ® ——— e s —— bl
6 REM * MEMW ATARI USER - FEB. 1992 =
T OREM Mt ool T e

& REM

18 DIM CL$CL7),COPYS(Z4)

28 N=BiN1=1:NZ=2:NB=B:HISC=N!LEV=MLi:CO
N=53Z79!BFLAG=M:BCNT=N:H=10:¥=10:Bar=1
12 CBAR=NI1BTDTAL=N

58 GOTO 18808

LR AR W# % THCREASE RADTIATION BaR
60 BAR-BAR-N1!IF BAR<Z20 THEN GOTO 1888
65 POKE PMEMZSG6+E1Z+BaR, 255

78 IF BAR=4I THEM POSITIOM I _Ni:7 HG™
CUNEETIR : SOUND NZ2,200,12,12:FO0R D=N T
0D JB:MEXT D:SOUND W2,.M.N.N

W

88 RETURM
EERR R MATH HMOUEMEMT/COMTROL LOOP
188 S=STICKIN):Z=ZZ!PODKE 77,N

185 BCNT=BCHT+M1:CBAR=CBAR+N1

118 IF S5=1i4 aMD Y*NZ THEM LOCATE X,Y-N
1,Z2:IF Z=32 OR Z=BETA THEN GOSUB 408
111 IF BCNT>11 THEN GOSUE 458

115 IF 5=13 AMDP Y420 THEN LOCATE H,Y+N
1,Z:IF Z=22 OR Z=BETA THEN GOSUB 4180
117 IF BCHT*11 THEN GOSUE 450

128 IF S=11 AND H)NZ THEN LOCATE H-N1,
¥,Z:IF Z=3I2 OR Z=BETA THEM GOSUB 428
122 IF BCNT>11 THEN GOSUB 4586

125 IF S=7 AND H{18 THEN LOCATE H+Mi,Y
+Z:IF Z=Z2 OR Z=BETA THEN GOSUE 436
128 IF BCHT»1ii THEN GOSUB 458

138 IF Z=106 OR Z=167 THEN SOLUND N2,1%
Z,1Z,NB+*NZ2:FOR D=H TO N&+M1:NEXKT D:SO0U
MWD MZ, HN,.M,N

150 IF PEEKCCONI=N8-NZ THEN GOTO i1i6ee
Z08 IF BFLAG=M THEN GOSUB 758

ZZ0 IF CBAR}4 THEM CBAR=N:GOSUB 68

228 IF PEEKC(764)=3II THEN GOSLE 80680
298 POSITION M,Y¥:? #t6;" 5"

Iee GOTO 1@@

468 POSITION X,Y:7 H6;" "1¥Y=Y-NL1:IF Z=
BETA THEM GOSUB Saa6

485 POSITIONM H,Y:7? 06;"E'":RETURN

418 POSITION H,Y¥:? HE;" "“:¥=-¥Y4+M1:IF 7=
BETA THEM GOSUB S00
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415 POSITION X,Y:7 86;"F":RETURN

420 POSITION H,¥:? H6;" “:H=M-M1:IF 7=

BETA THEN GOSUE S08

4Z5 POSITION X,¥:7 #6;"C":RETURN

430 POSITION H,Y:? H6;" ":H=H+Ni:IF Z=

BETA THEN GOSUB S00

435 POSITION XK,Y:? 86;" 0" :RETURN

449 REM

458 SOUND N, (BETA-Z8)#%11,N8+NZ, (41-BET
A+MZ)®ENZ I BCHT=N

455 BETA=BETA-ML:IF BETa<=34 THEN GOTOC
478

468 POSITION BH,.BY:? HE:CHRS(BETA) !FOR
D=N TO 9:MEXT D:1SOUND M,MN,N,M:SOLUND M
L,M,N; N

465 RETURN

46% REM EECTNTTNTECTTTECD

470 PDSITION BHR,BY:? BE6;"E":SO0UND N, 9
JNZ, N8 SOUND ML1,Z00,N8,N8

475 FOR I=N TO NZ4+N1

478 GOSUB &0

480 POKE 712,5Z:FOR D=N TO N2Z:SO0UND MZ
, 78,0, D+NBINEXT D

485 PODKE 71Z,N:FOR D=HN TOD MZ:SOUMND NZ,
DH1i0,D+NZ, NB:MEXT D:S0UND MZ,N,M,MINEK

T I

495 FOR D=H TO NZ:SOUND D,M,N,H:MEXT D
:POSITION BH,BY:? H6;" ":BFLAG=M!POKE
7LZ,N:5C=5C-NZ:GOSUB 668

497 GOTO 465

499 REM

588 SOUND M,Z21%,M8,N8:BOMB-BOMB+M1:5C=
SC+(46-BETA) :BTOTAL=BTOTAL+MN1

518 POSITION BH,BY:? H6:"[":GOSUE 688
528 FOR D=H TO SO:MEKT D:SOUND M, N,N.M
525 IF BOMB) =8+ (NZ®LEV) THEMN GOTO Zo08
538 BFLAG=N
558 RETURN ;
999 REM UPDATE SCORES
688 IF SC{N THEW SC=M
605 POKE 656,M1:POKE 657,4i1:7 LEVW

618 FOKE 656, ,M1:POKE B57,22:7T BTOTAL

6280 POKE 656,M1:POKE 657,33:7 SC

6Z8 RETURN

749 REM OIS T LEES

750 BH=INTCRNDCMI®1I}+S5 BY=INT (RND (N ¥
ISI+NZ+NL

755 LOCATE BX,BY,Z:IF Z<{>Z2 THEN GOTOD

7508

760 BETA=4Z-LEV:POSITION BX,BY:!:? H6)CH

RECBETA)

765 BFLAG=NL1

778 RETURN

999 REM EENETTGEET TS

i@08 POKE 76%,58:POME 711,58:50UND N,P
EEK(SI770) ,10,108:LEV=N1

1885 FOR D=NZ TO 18:POSITION NZ,D:7? OB
i "y NENT D

1810 POSITIOM N8-MNZ,NE8+N1:7 B6;"gEmE o

MeE i S0UND N, M, N, N

1815 IF SCYHISC THEN HISC=5C

1828 POSITIOM MNZ+Ni,id4:7? HE;"HI-SCORE
IS ";HISC

1025 POSITION MZ+NL1.17:7 HG6)"LAST SCOR

“rSCIPOSITION NZ2,1%:7 86;"BOMBS DEFL

SEDR ":;BTOTAL

18I8 ? CHRSC125) :POKE G656,.M:POKE 657,86
18T Z 7 Tk =Tef e e oo

EETT

1034 2 * PRESS 3 FOR ANOTHER G
AME

1836 7 © L o e b e e e e
R s

1058 RESTORE L899

1855 READ I,a:IF I=M THEN GOTO 1875
1660 SOUND W,I,10,HM8:FOR D=M TO 15:MEX
T b

1062 SOUMD WL,I+NLl,1@,MB-NZ:FOR D=M TO
1S:MEXT D

1864 S0OUMD l?,I+H?,1E,HB:FUR B=N TO 15
:NERT D
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1066 SOUND ML+NZ,I+NZ+N1,10,N8-MZ:FOR
D=H TO A:IF STRIGCNI=N THEN GOTO 109%S
1068 NEKT D

1878 GOTO 1055

1875 FOR D=M TO MZ+NL:SOUND D,M,N,N!HE
KT b

1668 IF PEEKCCOMN)=NG6-NZ THEN GOTO 1168
o

1883 POKE 77.N

1085 IF STRIGCNI=N THEN GOTO 11008
1898 GOTO 1080

1295 POP :FOR D=N TO MZ+NL1:S50UMD D,N,N
sMIMEXT B:GOTO L1800

1899 pATA 73,55,64,55,81,75,162,101,172
F,151,8;,8

IEEEM- TS M * TNCREASE INGAME LEVEL

2000 SC=S5C+20:LEV=LEV+NL!BOMB=N
200X IF BTOTAL>=78 THEN GOTO 4808
2004 IF LEV}7 THEN GOTO 16686

Z@0B5 POSITION I,5:7 #HE6:"NOH TRY LEVEL
HiLEY

ZOLl0 GOSUB GO@

268286 FOR D=N TO T

2030 SOUND N,234,10,108:SOUND N1,255,172
12

2048 FOR J=N TO IS:NEKT J

2050 SOUND M,H,H,N:S50UND M1,N,H,H

ZB55 FOR J=N TO 6:NEXT J

Z068 MEXT D

2080 GOSUE 3000

2085 FOR J=N TO I9

2098 BAR=BAR+NL

Z995 IF BAR>4I THEN POSITION I,Ni:7 #&

. _SAFE. .

2190 IF BARY111 THEN BAR=111:!POP :GOTO
21ze

2110 POKE PMB¥2S5G6+S512+BAR-NL1,M:SO0UND N
+BARYZI, 14, N8

2115 MEKT J

2128 SOUND H, N, N, N:GOTOD 189

FA LT B PLOT SCREEM CHARACTERS M
2088 FOR I=MZ TO ZO:POSITION N2Z,I:7 HE
{1 “IMEKT I

F81i8 FOR I=NZ TD NO+LEW

Z020 D=INTCRNDCN)®Li5) +NL1+NZ:A=INT (RNDC
NI®16)+NZ

3838 POSITION D,a:? 86" " INENXT I

Z048 FOR I=N TOD NZ+I{LEV-NL1)

I858 D=INT(RND CM)®15) +NL+NZ2:A=INT(RNDC
M3 #9) +NE

3068 POSITION D,A:17? HG6;'"K'"INEHT I

3678 POSITIOM H-Mi,Y:7 B6;" Q"

I088 POKE 559,46

3898 GODSUB 758

X188 RETURN

AL Lol e FINISHED GAME Wxi

4008 SC=5C+(11Z-BaR) LEV=51GOSUB &80
46828 FOR DP=NZ TO 18:POSITION NZ,D:7 HG
! e MiNEXT b

40848 RESTORE G628

4858 FOR J=M1 TO 1S:READP A:POSITION N2
+J,NZ17 BE]CHRECA) ;! SOUND M, J+7,8,16:N
EXT Ji1SOLUND M,N,N,N

4068 FOR J=Hl1L TO 9:READ A:PDSITION S5+J
#8417 BNB6:CHRSCAY ; : SOUND N, J¥NZ,10,18:MNE
HT J:iS50UND M, M, N, N

4878 FOR J=Hi TO 2:READ A!POSITION S+J
;617 HE;CHRSCAY ; : SOUND N, J%NZ,12,18:NE
HT J:S0OUND M M, N, N

4088 FOR J=N1 TO 12:READ A:POSITION 44
J,8:7 H6EICHRSCA) [ : SOUND N, J%4,12,10:NE
HT JiSOLUND M ;N ;NN :
4898 FOR J=NL TO 1I:READ A:POSITION I+
J,11:7 HEICHRS CAY : :SOUND M, J%5,8,108:NE
HT J:SOUND M,.M,.N,N

4188 FOR J=M1 TO AZ:READ A:POSITION I+
J,13:7 HE:CHRS CAY ; 1 SOUND N, J%6,6,10:NE
HT J:SOUND M, M, N.N

4118 FOR J=N1 TO 1S5:READ A:POSITION M2
+J4,1617 HE;CHRECA) ; : SOUND W, J%7, 8, 181N

continued wr
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EMT J:SOUND N,MN,MN.N

BY 4178 FOR J=N1 TO 15:READ AIPDSITION MNZ
tJ,17:7 HE6;CHRS (A ; 1 SOUND MW, J¥5,168,18;
NEHKT J:SOUND M,N,H,M

MO 4130 FOR J=Ni TO 9:RE4AD A:POSITION S5+J
»19:7 HE:CHRS (A) ; 1 SOUND N, J%3,17,18:NE
KT JiSO0UND N, M,N,N

KW 4280 7 CHR5{125) ;CHRSC(Z5X)

PN 42108 IF SC}HSC THEN HSC=5C

EX 4228 7 TOP SCORE: "“;HSC:" LAST 5CO0
RE: “;SC:7?

Ve 42326 72 v Press to plav agai
n+tl

KX 4300 IF PEEX(53I2Z79)=6 OR STRIGINI=N TH
EM GOTO 11098

PU 4320 GOTO 4300

IR 6888 DATA B7,79,78,71,82,65,84,85,76,6
5,84,73,79,78,83

LE 6818 DATA 89,79,85,32,32,72,65,86,6%

AaX 6828 DaTa 67,79,77,80,76,69,84,69,68

ER 68FI8 DATA 66,72,77,66,32,72,85,78,84,6
5,82,48

FE 6040 DATA B87,65,84,67,72,32,79,85,04,3
Z2,78,79%,812

Y0 6058 DATA 66,79,77,66,32,72,85,76,084,6
9,82,32,50

0L 6868 DATA &7,79,77,73,78,71,32,82,79.,7
9,78,32,84,79,79 :

au 6070 DATA 65,78,32,32,56,45,66,73,84,3
?,65,84,65,82,73

5H 6080 DATA 78, 53 65,82,%2,8%,79.685,46

MU 7999% REM

KW Seoa 7 cun$r1251 CHRS (2532

5N &8ie 7 GAME PAUSED L
BK BOZE 7 % mm e "
55 @g@ze T " Press FHIME to continue

GK B046 POKE 764,255

¥C 8850 IF PEEKC(764)=-3II OR STRIGCNI=MN THE
M POKE 764,255:7 CHR$C125) :GOSUBE 8100:
RETLUEM

SZ 5060 GOTO BOS56

PU G186 POKE 656,M1:POKE 657,4:7 *[WATIW]

"L LEW

LM 8118 POKE 656,ML:POKE 657,26:7 "EHLIE
;s

KV G1LZ@ POKE 656,M1:POKE 657,15:7 "[ILEEE
M ;BTOTAL

AR B130 RETURM

HR 2999% REM CLEETSITEATESE -NIH

S5H 100600 PME-PEEK(L106) -NG:POKE 106,PMB:CH
B=PMB+4

VU 19918 GRAPHICS 17

N5 106828 RESTORE ZO@@0:FOR I=N1 TO 17:REA
P A:CLSCI,IY=CHRS$(A) :NEXT I

U0 180I8 RESTORE Z26610:FO0R I=N1 TO T4:REa
O AICOPYSCI,I)=CHRSC{A) :NEXT I

IU 18848 FOR I-PMB TO PMB+7:A-USR(ADRCCLS
3,I3:MERT I

CR 10058 A-USRCADRICOPYS) ,CHBE%ZS56)

UN 18188 CHBES=CHE®*Z56

I¥Y 18118 FOR I=CHES+(S8%N8) TO CHBS+((58%
MBI +7) :POKE T,255:NEHT I:REM H

IL 1@8128 RESTORE 268589

0B 18175 FOR IZCHBS+(NG%I) TO CHESH ( (NG9
1473 :READ A4:POKE TI,A:MEXT I:REM T + H

UZ 10128 FOR IT=CHBS+(NB%IZ2) TO CHBES* CCNG*
I2347)1:READ A:POKE I,A:MEKT I:REM [@

KZ 1LB130 FOR I-CHES+C(NG®4Z) TO CHES+ (NG
4Z3+7) :READ A:POKE I,.A:MEMT I:REM B &
i

IU 10140 FOR I=CHBS+(NG®49) TO CHBS® (INE*
49)+7) :READ A:POKE I,Aa:NEHT I:REM [@

OF 18145 FOR I=CHBS+(M8%59) T0 CHBSH((NGM
591+7) :READ A:POKE I,a:MEXT I:REM K

ZD 18580 REM FOR I=Z9 TO 111:POKE PMB™ZSE
+I+512, 2559 :NEKT I

EN 189080 RESTORE IZ008:FOR I=1536 TO 1551
‘READ A:POKE I,A:NEXT I

IV 10999 REM

ON 11868 GRAPHICS MW1:POKE 16,64:POKE S3I77
4,64:POKE 756,CHB:POKE 75%,ML1L:PODKE 559

up
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SHNIBAR=11Z2:CBAR=M:BTOTAL=MN

11885 FOR I=17 TO 113:POKE PME®ZS56+1+5
1Z,0:MNEXT I

11010 DL=PEEK{(SG60) +PEEK (5611 %258 : POKE
DL+MZ+N1,66:POKE DL+¥11,134

11815 POKE S1Z,.M:POKE S1I,N6—NZ:POKE 5
4286,192

11828 POKE 712 .M:POKE 711,122:POKE 710
;34:POKE 709,17Z:POKE 708,212

11188 FOR I=MZ TO ZZ:POSITION M.I:? M6
L7 7 Fi: NEXT I

11110 POSITIOM N, M:? H6:"[LLL RADIATIO
N LEVEL : MRETTdaNm

1115@ POSITION N8,5:7 6L :POSITI
ON 7,7:7 #6;"[MTIR"

11168 POSITION 3,12:7 H6;"bY richard g
ore"

11165 POSITION 6,16:7 HG;"LEVEL : ";LE
7]

‘11178 7 CHRS(125) ;CHRS (2531 :POKE 656,N

POKE BS7,11:7 "PRESS TO PLAY"
11180 POKE 656,MZ:POKE 657,9%:7 "PRESS
FOR LEVEL"

111%86 POKE 559,46

11300 IF PEEK(COM) —NB-MZ THEMN GOTO 115
a0

11318 IF PEEKC(CON)=5 THEN GOSUBE 11480
11Z413 IF STRIGCBI=N THEN GOTO 11509
11315 D=D+W2:IF D}2Z52 THEN D=NZ

11378 POKE 711,D:POKE 77,M

11330 GOTO 11Z68

11399 REM
11408 SOUND NL,218,M8,14

11485 LEV-LEV+NL:IF LEV}S THEM LEV-MN1
11418 POSITIOM 14,16:7 8#6;LEV

11415 FOR A=NL TO 18:MEXT A

11420 SOUND MLi,.MN,MN,N

11425 RETURN

11499 REM

115068 POKE S55%,N:S0UND M, M, N,N:SC=N:BD
ME=M:BETA=41

11592 POKE S3Z48,5Z!POKE S3IZ77, x:vnx:
54279, PMB %
14585 FOR I=17 TO 111:POKE PME®ZSG+I+5S
1Z,B81NEXT I

11518 ? CHRSC125)

11515 POKE 708,1Z:POKE 709,92!POKE 711
,A54:POKE 704,52

11529 GOSUB G100

116868 GOSUB ZTe06

12000 GOTOD 188

19999 REH
28080 DATA 104,164,104, 133 Z1Z,169,8,1
33,2127,160,08,145,217, 115 2eg, 251,96
700989 REM ZEIN ; S E
26019 DATA 104,104,133,215,104,133,214
,169,224,133,213,169,0,133,717,162,4,1
68,.0,177,212,145,214,200,208,249,230
20015 DATA Z13,.7230,215,702,208,242,96
20049 REM
28050 DATA 255,129,137,137,137.137,129
. 255

20055 DATA 255,129,153,137,145,153,129
. 255

Z0068 DATA 255,129,157,137,13F,153,129
, 255

28065 DATA 25%,129,1%7,153,189,137,129
255

ZBB70 DATA 255,179,153,145,137,153,129
s 255

Z0875 DATA 255,129,141,153,149,157,129
, 255

Zo088 DATA 255,129,157,133,137,145,129
;255

20085 DATA 32,139,102,24,89,102,129,20
20108 DATA 16,88,218,216,176,60,24,649
20105 DaATA Z4,60,90,153,60,90,24 )74
28118 DATA 66,36,24,60,126,231,126,153
201508 DATA ©,56,56,56,124,56,16,0
31999 REM
32000 DATaA 72,169,177,141,18,212,141,1
8,Z08,169,204,141,23,208, 104,64
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HOW TO GET NEW ATARI USER

FROM THE
NEWSAGENTS

TO ENSURE THAT YOU OBTAIN A COPY
YOU SHOULD PLACE A REGULAR ORDER -
JUST POP IN TO ANY NEWSAGENTS AND

ASK THEM TO ORDER A COPY FOR YOU

OVERSEAS

THE MAGAZINE WILL NO LONGER
BE AVAILABLE THROUGH THE
NEWS TRADE - YOU MUST SUBSCRIBE
TO OBTAIN A COPY
SEE SUBSCRIPTION FORM BELOW

MAGAZINE

DISK SUBSCRIPTION

SUBSCRIPTION

For your copy of the ONLY magazine to support the
ATARI XL/XE and the one that gives the alternative
viewpoint on the ST subscribe NOW!

A six issue subscription is available in the UK for
just £12. Remember your newsagent will sell out but
with a subscription you will never miss a copy
OVERSEAS RATES: EUROPE £15.00
ELSEWHERE £21.00 by AIRMAIL or £15.00 by Surface
NO PRICE INCREASE ON DISK SUBSCRIPTIONS

TELEPHONE SUBSCRIPTION

Simply phone us on 0785 213928

SPECIAL OFFER

Subscribe NOW for the Magazine and Disk at the
normal UK price of £25.00 and receive the following

FREE OF CHARGE*

NIBBLER - A GREAT PACMAN TYPE GAME
TIMEWISE - TO KEEP YOUR RECORDS
HOME FILING MANAGER/THE PAY OFF
That’s right! Receive ALL THREE of these

ABSOLUTELY FREE if you subscribe at the regular
UK price of £25 for Six issues with Disk

quoting your credit card number
for your subscription to commence
with the next issue

* offer nod availuble overseas and suhject to availahility of stock (we have |;|I|,'|11_|.'!|

| want to show my commitment to Atari by subscribing to NEW ATARI USER
Please commence my subscription for SIX issues from Issue*

" Insert commencing Issue number

YES

------------------------------------

D | enclose Cheque/Postal Order for £
PLEASE MAKE PAYABLE TO PAGE 6 PUBLISHING

||||||||||||||||||||||||||||||||||||

------------------------------------

|:] | wish to pay by Access/Visa/MasterCard/Eurocard

ORDINARY SUBSCRIPTION UK £12.00 Europe £15.00
Elsewhere Surface £15.00 Elsewhere Air £21.00

DISK SUBSCRIPTION® UK £25.00 Europe £32.00
Elsewhere £42.00

*Please send me free of charge the 3 items mentioned above

Card No:

OO OO DO e
Expiry date: I:H:I D D

Please debit my credit card with the amount shown above

------------------------------------------

Signature

POST TO: PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR

You don’t have fo cut the magazine - photocopy this form, write a letter or just phone your subscription



ALTERNATE REALITY
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THE DUNGEON

WosFilm, an Alternate
Reality fanatic from
Sweden presents the full
maps of The Dungeon
together with hints on
solving the various
quests you will encounter

into seven sections (because they're split up in the game

data). The four first sections (0-3) form into the first level
of the dungeon. The rest of the sections make out one level
each, getting smaller as you descend into the mysteries. I've
also mapped some places you normally can’t get to, but with
my Character Editor you can get anywhere! The co-ordinates
at the bottom and to the left are the numbers you get when
using a Location spell or a mapstone. At the top and to the
right are the numbers to use with my Character Editor. Having
a map makes the game a bit too simple (especially if yvou
haven't made the map yoursellf...). Mapping is actually a big
part of the fun in the game.

I here present the full map of the Dungeon, and it's split

SOME QUESTS TO SOLVE
(given by the oracle of Wisdom)

Free the prisoner from the palace dungeons with a silver key.

Get the two ring halves from the goblin and the troll king, who
are at war. Forge them together and bring the ring back.

On the second level, find the one in the room of glass. Don't
start off without a touch of class.

Cross the river Stonz at midnight. On the other side awaits a
king, Pass the seven knights who guard him to further your
Cause,

A fearsome face lurks by the dragons lair. Answer his queries
for a valuable ally. Remember Xebec's demise.

The main quest though, is to collect the three pieces of
Acrinimiril’s broken staff, and bring them back to him (visit his
spirit at his tomb, and he'll tell you about the quest). When
you've done this, you get a PAC-card to use when you pass
Death’s Door to level 4. There you can destroy the Aliens’
control room, and that's all.
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TO SOLVE THE QUESTS

The Prisoner: if you walk around slaying a couple of
creatures, you'll soon find a silver key. Enter the secret door
on the southern palace wall. Once the prisoner is free, you get
a new spell and a staffpiece,

The Ring: The only way vou can retrieve a ringhalf from the
rivals, is to engage each king in mortal combat (flee quickly
when done). Go to the dwarven smithy on the second level to
get it reforged, then offer it to the Oracle.

The glass room: On the second level near the north-east
corner, there is a bunch of mirrored corridors. Have no weapon
at hand when you enter these corridors since "dopple- gangers"
are plenty. Also make sure you have some clothing that looks
nice and that you can get rid of (i.e. not winged sandals or the
like). Enter the clothes horse’s room and accept his offer and
you'll get a mirrored shield, which is essential to complete the
game.

The River Stonz: From 0.00 to a few minutes after, you
can cross the river Stonz at the rivercrossing. The manual says
you should give the ferryman a small fee, and of course [
thought it to be written with a hint of irony, but one should
take it literally. The idea comes from the Greek myth of Hades
to whom you should give the smallest coin. So, pay the ferry-
man about 5 coppers, and he'll take you across the river.
There is a secret door in the northern wall of the first corridor
to the west. Behind it is another long corridor which is blocked
by seven undead knights. Slay them all and enter the room of
the undead king who will give you a staffpiece.

The Fearsome Face: A gargoyle is to the right of the
entrance to the corridors of the great dragon. He gives riddles
yvou should answer, but I don't know the answers (sorry...).
But [ think that if one solves all riddles you get to know what
the dragon wants as exchange for the third staffpiece, and
that’s the bloodstone. Don't try to fight the dragon if you're not
extremely powerful. He has about 10000 HP and deathcards
wont hurt him very much. [ defeated him once (after a very
long struggle), but naturally my character was cheated. His
weapon made high damage in every category (a minimum of
about 120p of damage), a dozen of Golden Horns and so on.

To get the bloodstone: You should pass the winding
corridor on the 3rd level, pass the rooms of confusion to the
teleporter. You'll find yourself in a corridor which leads to a
fountain but a basilisk blocks the way, He can turn you to
stone by looking at you so you'd better have the mirrored
shield ready (secondary weapon). Neither spells nor weapons
effects this creature, you must fight him with your bare hands
lit certainly took a while to figure that out!). When done, you'll
find the bloodstone which you should give to the dragon, and
he'll (it'll...) give you a staffpiece,

When you have all three staffpieces, give them to Acrinimiril
in his tomb, use the PAC-card at Death's Door after passing
the Gauntlet (beware of the dopnle-ganger in the last room!),
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33. Fiver Crossing
34. Lucky Potion Brewery
35, Undead King's Palace
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and you'll find yourself on level 4. Find the Aliens’ control room
and enter with the mirrored shield in hand (you'll find out
why...). Use the elevator to go up again. Finished!

OTHER TIPS

Don't be greedy, kill for money or treasure or the like! That
will soon make the Devourers coming, and that's not very
funny! If you find yourself attacked by a surprising lot of
Devourers, generate a new character!

There's a Mapstone at location ([N28:E59 level 1). Works like a
Location spell, very handy!

If you need a rather good weapon there is one at (N23:E60,
level 1)

A crystal breastplate is at (N23:EB, level 2.

Do NOT go to [NS7:E38). If you do, a Loadstone will fall onto
you. You can never drop it, and it'll make you immobilized!

I'm not sure [ remember the way through the "three-door-
puzzle” starting at (N33:E18), but I think it is: middle door, left
door, left door, middle and middle. Use the mapstone frequent-
Iy to make sure you took the right door,

If you happen to have a character with an extremely good
alignment, you're supposed to be able to get to the chapel
sanctuary [otherwise you could easily place your character
there with a little cheating. I did...). If you can, do pay it a visit.
It's a really nice place! They give you a ... (surprisel)

Well that's all I'm giving you. | hope you've found some useful
tips, and that you like this amazing game as much as I do
(would it be possible not to like it?). Happy adventuring!
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THE ALTERNATE REALITY
CHARACTER EDITOR

WosFilm's Alternate Reality Character Editor is a machine
language program not suitable publishing in the magazine
but the fully working program is on this issue's disk.

The program is simple to use but you need to know a
little about how AR stores its character data. Your charac-
ter has a checksum hidden somewhere so if you change
anything on the character (for example with a sector
editor) the game won't load the character. To bypass this
you can increase one byte only if you decrease another
and vice versa, so that the checksum remains the same.
The Character Editor always uses the bytes which tell
how many experience points you have to have to increase
the character's level, so there is always a limit to how
much you can change a character.

In essence the AR Character Editor is nothing more than
a highly specialised sector editor but it is the only safe
way to enhance your character in Alternate Reality.

WosFilm

S ——



XL/XETYPE-IN

LASER
INVADER

Colin Lennox presents a neat
quickie - simple to type, simple
to play but quite addictive!

This simple arcade game shows that you can write an addic
tive game with minimal graphics and in only eight lines of
cade, One big advantage is that it will only take you a short
while to type it in!

Once up and running you will find a laser beam streaking
towards the Earth and it is yvour task to precisely intercept it
using the joystick fire button only. You must hit the
approaching laser exactly on the end. If yvou fire too early and
miss, the laser will bounce off your beam and you get another
chance. If you are too late and miss, the invade lands and the
game is over. The game is also over if the Invader makes it all

the way to the right hand side of the screen and overruns your

laser post.

You receive points depending on how many shots you've had
and what level you are on. The maximum score for a single hit
on any level is 4,000 points.

At first the game looks too simple and the graphics are very
basic, however it is quick to type in and is surprisingly addic-
tive and frustrating.

Enjoy it!

ET 3 RE P o a-o-iaf oo ot et oo e o o - oo
UX 2 REM LASER INVADERS *
R} T REH = bw *
HH 4 REM %= Colin LennoX *
EC S5 AEM M ——=—rm———m———— s s ————— *»
BH 6 REM ¥ MEH aTARI USER - FEB. 19%9%% %
EQ 7 REM s af ka6 Do P e oo e
HH 8 REM

CU 11 POKE 82,8:HI=8

is
OR 13 POKE 755,8:G05UB G880
NO 14 7 "Ri
NUADER o

S
HNL 16 LEVEL=1:5C=8:A=9%

0o 38 GOSUB 6008

0OF 62 NMICKZ=-INTCRMD C1IY*3I)+1

JC 64 IF MICKZ=1 THEN NICK=1
DN 65 IF WNICK2Z=Z THEN WNICK=180
FC 66 IF MICKZ=X THEN MNICK=118

F Aa<155 THEWR 75
UH 71 A=INT (RND C1)%8) +5
Z.J 75 COLOR 1
EC 98 FOR I=0 TOD A:PLOT I,3:iMEXT I
LO 118 FOR I=F TO 15%:COLOR 1:PLOT A,I

RQ 17 GRAPHICS 1S:SETCOLOR 9,1%,8;:5ETCOLO
R 2,12,8:5ETCOLOR 1,9%,15:5ETCOLOR 4,

e,

PRESS FIRE TOD PLAY LASER I

RS 15 IF STRIGE(A)=1 THEWN POKE 77,8:G0TO0 1

HWa 17 GRAPHICS L15:SETCOLOR @,127,8:5ETCOLO
R 2,8,4:5ETCOLOR 1,9,15:5ETCOLOR 4.8.8
Uy 18 SC2-1008%LEVEL :POKE 755.,0:POKE 77.8

¥YE 70 AZ-INTCRND (1)%1S¥LEVEL)+151a-a+az:I

UG
BB
[ER1)

FHK
OE

UL
KH
TT

FH
BH

cCG
0O
JH

LY
JF
HG

¥C
Jp

K5

Ic

UK
¥5

UH
ap
51
PL
KT

PK
UE
0OH
NG

HH
0OH
0.
uZL
A
EE
LK

HF
NH
H5
ou
Ya
LG

uo
RM
DL
HO
H5
EK
ZF
an

LY
oK

KH
1]
RK'
¥
us

Yy
vy

aT

115 SOUND ©,T,12.4

120 COLDR 2:PLOT i57,161-1

125 IF STRIGIE)=0 THEN HH=-161-I:POP :G

OTD Z88

13I8 MEXT T

19% GDTO I1@

208 SOUND 1,255,6,12:DRAWTO 1,HH:SOUND

1,686,088

281 IF HH-I<3Z AND HH-I>-2 THEN 400

288 IF HH<I THEM Zo@

Z89 COLOR L1:F=HH-I-1:FOR C=8 TO F:SOUN

0 B,C+I+1,17,4:PLOT A,CH+I:MEXT C

Z10 AZ=INTI(RND (1) ®LEVEL®15)+9:a=-a+az

216 SCZ=SCZ-(400WLEVEL) :IF SCZ{100 THE

N SCZ=108

217 IF 4156 THEN 580

218 COLOR Z:DRAWTO 6,3

228 COLOR 4:PLOT 157,157 :DRAHTO 157 .MM

tDRAMWTO 1,XM

230 GOTOD 1iie

300 7 K4 MISSED HIM!!"™

310 COLOR 1:FOR C=® TO 159-Y:SOUMD @,1

+C,12,4:PLOT &4,I+C:NEHT C

I18 FDR T=15 TO 8 STEP -3

328 FOR I=ZZ8 TO 255:SOUND ©,I,12,T:50

UND 1,T,12, 1:HEKT I

I2E MEHKT T

327 SOUNMD 1.8,.8.90

358 7 “"Ké THE INVADER HAS LANDED- GA

HE OVER"

357 FOR I=1 TO BSO:MERT I

IS8 7 “RiLUP PRESS FIRE TO PLAY
HI-SCORE+* 5

360 7 SC,.."™ "INY

3780 POKE 77,8:IF STRIGIO)=1 THEM 370

380 GOTOD 16

I99 END

480 SOUND B,.8.8.8:7 "“"R4 5

CORE ";SC2Z

405 FOR D=1 TO i@

407 SOUND Z,243,12,1%2

4180 HW=INTI(RMD C1)%I)4i:COLOR M

415 PH=INTCRMDC1)¥48) -28:PY=INT(RNDC1)

#4081 -28

416 IF TA+PHI>15% THEN PH=9

417 IF (A+PHI{8® THEN PHz0

418 IF C(HH+PY)»15% THEN PY=8

419 IF (HH+PY) <8 THEMN PY=8

420 PLDT &,HH:DRAHTD a+PMH, HH+PY

448 MEKT D

447 FOR I=12 TO @ STEP —-1:50UND 3,Z743,

1Z,T:FOR KK=1 TO T:MENT KK:NEHT I

450 SOUND Z.8.8.8

455 SC=5C+5CZ

456 IF SCPHI THEM HI=SC

457 IF SC}=10088888 THEM SC=0

458 IF HI>=i08B0B8 THENM HI=®

4608 ? "“"Kii1UP+ PRESS FIRE FOR MEKT INVA

DPER4 HI-SCORE#"

462 7 SC,,," "YiHI

478 PDKE 77,0:IF STRIGELB)=1 THEN 478

475 IF LEVEL<4 THEN LEVEL-LEWEL#1

468 POKE 77,0:GO0TD 17

500 A=15%:COLOR Z:DRAMTO A,3:SETCOLOR

4,12,14

505 SOUND ,8,0,08:50UND 1,8,9,8;S50UND

2,8,8,0:50UND 3.,0.0.0

518 PRINT "K4 LASER PDST SURREMDERED

- GAME OVER"

5Z80 FOR I=9 TO 15:FOR J=@ TO A1S:SETCOL

OR 4,I,J:MEXMT JINEMT I

530 SOUND 8.8.98.0

548 SETCOLOR 4,0.,8

545 FOR I=1 TO JI0Q:MEXT I

S50 7 “KLLUP FPRESS FIRE TO PLAY
HI-SCORE%$"

5855 ? SC,,." Y:HI

568 POKE 77,0:IF STRIG(DI=1 THENM S&0

578 GOTOD 16

IXZ48 7 "KL -

5080 GOTD S0808

6088 COLOR X

6018 PLOT O,0:DRAMTO 159,0.:DRAMTD 159,

159iDRAWTO B8,159:DRAWTO 6,0 :

6050 RETURN

PRESS FIRE TO PLaAY"™
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XL/XE TYPE-IN

16

OLD

You came to the West to make your fortune but so far it
has been an endless cycle of card playing, drinking
whisly, eating beans and shooting the numerous people
who said you smelled.

However, your luck is about to change. It is rumoured
that a cache of gold coins is hidden somewhere in Indian
territory and the treasure is there for the taking - well
almost! Just don't let the stories about the man-eating
vultures and the terrors of the desert deter you. Okay, it
could seriously damage your health but what kind of
cowboy are you - lily livered? No, of course not! So, plug
a_joystick into port 1, get your spurs on and ride into the
West.

Oh! Silly me! I forgot. You can't afford a horse yet, can
you? How about a sponsored walk?

PLAYING THE GAME

Use the joystick to move the cowboy. To open doors, kill
vultures ete. touch them whilst holding the correct object.
To pick up or drop objects position the cowboy appropri-
alely and press the joystick button.

Press the button to reincarnate after death, preserving
the current object positions. Your enemies will reincar-
nate as well though, so keep your weapons handy!

If you find yourself in an impossible position press
START to begin again with the objects in their original
posilions.

The game ends when you find the treasure. Press
START to play again.

lssue 54 - Mew Atari User

Obh ject held =

Bill Halsall’'s new arcade
style adventure proves
that the Wild West is as

challenging as ever

TYPING IT IN

Cassette and disk users should type in Listing 1, SAVE or
CSAVE a copy, then RUN the program. The program will
check each line of data and inform you of any errors. Correct
any errors and RUN the program again until all errors are
eliminated. When this is done answer the cassette/disk ques-
tiong accordingly to create a boot tape or binary disk file.

Cassette users should load the boot tape created by firstly
removing all cartridges and then turning on the computer
while holding down the START key (XL and XE owners
should hold down OFTION as well). Prass RETURN and the
tape will load and run automatically.

Digk users should clear Listing 1-from memory after saving
and running it as above by typing NEW and pressing RE-
TURN. Mext, type in Listing 2 and save it on the same disk
as the binary file created by Listing 1. RUN the Listing 2
program with the disk in the drive and the game will load and

run automatically.




EX
JH
RO
LiL
EC
BH
ED
NH
L[]

BK

PR

LM
RG

IH

ax
UH

aL
RH

aK

Ky

HO
BaA
ZH

IX

IZ

aG

Is

ZH

MY

YL

RU

oz

ZF

ZD

HI

Gh

RN

R

OM

BM

arF

1 R e ik ek el 0ok ek 33
2 REM » INDIAN GOLD *
i REH = by »
4 REM = Bill Halsall »
5 REM ¥ ———— - -
6 REM % MEH ATARI USER - FEB. 1992 #
T REM g of-ef-ef-Jof-Jof-Jof- oo e
8 REM
14 REH

L MAKER — BASED ONM HEHSAUER J

[ BY MICK HIGGS ]

16 REM
20 DIM LINESC96) ,A5C6192) iLINE=998:CNT

=-46:TRAP 100:GOSUB Z@@

I8 ASC1I="8";AF(81922=""0":Aa5(2) =5

40 LINE-LINE+10:CNT=CNT+48:READ LINES,
CHKSUM: 7 "MI[Ed#T8 LINE ";LINE

580 CHEK=USRI1S536,ADRCLINES) ,ADRLASI 4CNT
2

68 GOSUB I00:GOTO 48

108 IF PEEKC195) {}6 THEN 7 “ERROR " ;PE
EK(195) ;CHRS (2Z53) :END

118 7 “[LLT{EMOTANI " : TRAP 108

126 7 "(p)ISK OR (T)APE':GOSUB 188:1IF
K=68 THEN 146

138 7 "READY CASSETTE ANMD PRESS RETUERN
“:0PEM B1,8,128,"C:":6G0TO 168

148 7 ""“READY DISK AND PRESS RETLURN'":GD
SUB 168:IF K<{>155 THEN 140

156 OPENM H1i,.8,8,"D:INDIAN.OBJ"™

168 7 Mi:ASC(1,6528) :CLOSE H1:END

188 CLOSE H1:0PEN #1,4,08,"K:":GET #1,K
:CLOSE #1:RETURMN

2808 FOR A=153I6 TO 16SB:READ D:POKE a.,b
INEKT A:RETURN

210 DATA 216,104,104,133,204,104,132,2
0Z,.104,133,706,104 ,133,2685,169,0,141,1
27,6,141

ZZ® pATA 128,6,160,255,148,125,6,148,1
26,6,17%,176,6,201,47,208,11,173,127,6
230 DATA 133,212,173,126,6,133,213,96,
172,125,6,200,140,125,6,177,283,32,111
ji

740 DATA 10,10,10,10,141,123,6,172,125
,6,208,140,125,6,177,203,32,111,6,24
258 DATA 189,123 ,6,172,176,6,200,140,1
26,6,145%,705,24,1089,127,6,141,127,6,17
=z

260 DATA 128,65,185,8,141,1728,6,76,30,6
+96,201,58,144,4,56,233,55,96,56,233,4
8,96

00 DLME=PEEK (184)%2S56+PEEK {1833

I10 IF LINE{}DLNE THEN 7 "“[BII3 ";STRS(
LINED ;" [EEENLIA" : END

320 IF CHESUM<>CHK THEN 7 "[EIDI0 IN DA
Ta 4T LINE ":STRS(LIME) :END

26 RETURN

1888 DATA BBIZIO0ZAZ7200%00BDZFBZA%ICAD
BZDZAY00BDE7DZE50EAYIG6DECBZBSOFAIZEES
BaAPZR85ABLE604C18ZI248A5C88000, 4896
1818 DATA DABDLADBASIEEDOOBZGRB4B4BASES
BDDADABD LADBAY4ABEDODDZEE4A048ASBIADOADA
BD1ADRAYSEBLODOZEGE404B420EEDLT, 4985
1028 DATA DOASPBZEDOAD4ABDIADOEDOAD4BD1E
EBAPESBDEIDAGB4B70EODD440053I0404040404
404045404040 40404040454040404,3I727
1836 DATA P4P4B84040680204Z2005220417620
AYZBEDORBZATZOED0102Z4ACEZE4AATOOBDZFBZAR
95B09DGES2EREOZADBF6 20082620821 , 4095
1848 DPaTa IBZOGAZEZOS8IIASSBEDO7D4BDF4
BZAZBOBDAEZL9DDDSBEDAEZZ9DABSIBDAEZIID
B85ABDAEZ4APDDDSBESGDRESAYBZEDID , 5163
1858 DATA DOAYBIBDGEFBZASAABDBBDZAIAIED
BFD2A976BDIO02A920BDI102A208B0432190DCA
BZCALBF7ZRIAZ1A91CESBAZOF 12907, 58062
1860 DATA BBAZSFIDBOS7CALOFAZOSEZEZO4C
Z1A93FBDZFOZABPEAZZRATO7205CE4AICOBDAE
C4GOI47A0D00BCOB14B6B2ZAZ0ABDED , 4684
1878 DaTa Z19DBES7CALBF7AZZIBD7BZ219D07
SZCALOF7A9B48D922009068D942060292E2429

INDIAN GOLD

CH

IS

OoH

av

EL

MY

oG

ET

RJ

KH

PG

PY

GI

=N

KL

RY

JK

IH

PY

Hiy

H5

212EDBZ72F2CE24Z22790022696CHC00 , 4303
1080 DATA Z2B616C7IGIGCG6CODEBEGFTFZODZEGS
77BBZ217461 726900357 36572A2000B85CBAZDI
BGCCILCBCADOFBEBESSBDOF4600008 , 5469
1890 DATA O00DOODDDDPORAADO0D0OREODDOBE
000EPREAOAAGAARRDO00DEERADDDDRARDEESB1GL
2181910101490 0000000DDD00161,7E0

1188 DATA GDOFEFBFaFOFQOBACOCOCOCBCOCD
800000R1B0040001000000046881068100108100
00B8PEBN00D04004000000008000108, 13161
11186 DPATA JFO4060COH403000503010Z20180CA2
2070060000000 0D003042040000000008803683
B7B71IVIFS7O00D04040505054545757,1778
1120 DATA 0ZAAAAAAZABASSSSO8ANAANAAEAR
85108504101 010105004501004040484181818
1885000000040 4040450000000020F , 2045
1iiZ8 DPATA GFBIBIOFIFIFBOFGFBCOCBFBFCFC
IFIFIFIFIFOFAOABFCFCFCFCFCFOROO0O0000E
088080 ZA0P0EPE0BDODBAENDDE00EG ;4701
1149 DATH OO00D0DOODDOBDODEOBBO0D000B20
83apIDpNSrosp3DeDPBCeFBSCFCFBFOCABFETIB]
0410480000CO00EP00000D00D0D0000 2421
1158 PATA 858161058080 0040404040404040
0000000000101 084040404048101040000000
00000000 DDDREDRDEBB1415150000, 348
1168 DATA D0185545414001550400000000000
09RE0PRESS00AEREESAFASADSHOB0E8R000R0R
080000000 AOR00DRORA00DD0BBAGE , 571
1178 DATA BZAAZA2A2424H0B00000B0NBGERA0GH
2a2a2a202a2aZ2adBndbdc0606060A000880000
OAFFRBDODDDOBRODDBFFEBZAZA0008 , 2652
1168 DATA 00000000 ODEBZAZAZABGBO880808
D515557FS57F7F7F5555500DD5DDDEDDDSSTFSS
550000000050 DDS450000000000282 ,29T74
1198 DATA OZ0104640707508080401010D00D0
avervevevevevesoeperecereperesea000ea8a
ZAZNZAZOZNHODDODDE0GOGO60802015,31279
1280 DATA SSAZAZAZA28280408080808008008
0010440103 0Z03I0IP441111133223333030303
G3I030INZBIIIIIIIIIZIIIIZZITI0008 , 2335
1218 DATA ODDEOROOSSISPOOOEOBOIRIOFFIF
0000880000000 0G3I030000000000000011448
4018181040481 00500000000004145 1837
172728 DATA 5810100401004010040404104008
e’pppopoepeBFBIFAR4B1010101B1OFCFEREDE
BEDB0BO0B10101016104000000000 , 1486
1230 DATA DDEDDEBDOOZA000000QDOBBODAAG
AZABNBADARAOEA0ADAR0EER00B00BRRBACIOFF
AEFBBREFFEJBCOFFASFDFDAPFDEBEBE , 42%8
12490 DATA FFBCOI0O0VO0EDPBYFFOCOFOBB00E
20ARABBABZO0D2ZRANOBDOBRZAAABEABB2BR0EE
08800000000 DPODDO00EBB0B00B08 , 2122
1258 DPaTA O6H00000PES5H00000000BRBR0B454
PE0B0BNAG0DDD000R4000000000000080BS5B5ES
BSBSBSBSBS5555FFAASSSSFFAAFFFF, 3325
1268 DATA EFEFEFEFEFEBZASS55Z424555524
08RRARIBI0ZIEIII00BRABRACOCCCCCCIIZIZS
ZFOFPIBIBICCFCFACACACOCRCADDDD 4677
1278 pAaTA P8DPBHOG00OCODRODRNBRAGA0OAC
33000COI00EBR0BRIICACCFOONOBBO000000D2
anBBBdB000RAABRRADZABARRRRDEE8, 1001
1288 DATA O00BO0AEASADORDEOBBRDBBOIABIFGI
BF IEEFFFCOFOBCCOFOFCEFFEANLZ1D1B444444
1845886020 0808000600008000000608,3768
198 DATH BOBBOGOODLBOOSOCBEREZOABAAZA
BEABABZEZ0NBABZODAANAGZOZOZEANDEZOAGER
BZ208ZA000ARAZAZADE00D00BBBBAGL2, 2794
1300 DATA 1Z2170404242BF83IB808B0CFF121212
B60000BRFCICICOBDB0RZERRODO5LIF15850303
830040005040 I8CO00IZIOFOI0ICIET 2240
1Z1i8 DATA OFOI0000DDOBICCHOBOBBELICLICSD
JFIEJEL40800081C14750406571031000000000
BBIEZAVFF7F7FOD410041000BBD50852, 2831
1328 DATA GS5CEBDIZSZE85CC6OAI0BB5CBAZFF
AFSIBSCCESERLIAFBLIGASCCIDIZS2ASCEIDSAS5R
18693085CEBI90EAEGCCACLZ22660A207 ,6412
1338 DATA BDEGZ43D4A5B30485B%D585B2D58
SBCAIPEEGRZODEZZVZOD7Z72ZODCEZV2ZO0EG2VAGEA

continued W
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INDIAN GOLD

Ka

uc

ON

HO

TT

Ix

LM

0ox

ES

HL

Z0

BY

o

LU

FR

HI

GJ

v

FH

JU

GM

GH

oo

QL

BPSCZO6DBZZI0LFBRIZO7IZ0A5B227,53686
1349 DATA OZFOBIZOA2Z2GASBZZII04F0BIZOBE
26A5BZ2Z2900BF0AZZO%02660A2004%0085B4081 4
Z8n227CEBCBCOLICDOF76OAZ184C7EB26,4920
1358 DATA AGABZAINZEAABZACIAZAAYRAASE4
AZDAZOPOZVEBEQLZDOFE6OA0ZCEZATAZEARZEAC
IH264LIC4BDC7RZASFFAZIFODEBSEID, 5436
1360 DATA EOSBCALOF7EBAYECIDBOSIZDOAS4
P8BS SIDORSEIPEDSGESDOEEARLZZBIBZFCOLE
POF?AZOAZO16ZTEOLZDBFIAGHABDSC, 6107
1378 DATA 2885B2Z901FPBIZ285627A5BZ2902
FBBI28742745B22904F 003 2060827A45B22908F0
BIZR6N27EBAPERBSE40B12200227080, 4608
1380 DATA LCZRAZEVAIGOGSE4ABL4Z0AZZTCE
CHCOLCDOF7EGEGGOAFESESE4AZOBZBAZEZTAZLZ
Z0a227A90085B4020A20A227ESESED, 58%6
13%8 DpAaTA 1ZDPAF7CESCE6RAZO0ZBLEZFEODADD
FO60NZ1Z2Z01627EALADOF260ABDOZATIGETCOLA
PEBFFGOABLCZOIGE7COIODOF 268ADLF , 5447
i486 DATA DOCIDGFBBAADG4ABZDOF44DEB482F0
FBEAZOFDZS5ASB491CBCBEGB40SE6421CECEB488
GBZBY0Z7EBEGBA4EGBAZ0I0Z7C6B4CE6, 7304
1418 DATA BACAGDAPEESSEB4ABROZOAZZYCEBCE
CAIBDBF760ASERBASB4AZBZZ09027ESBEALSDOFE
GEAZAA4ACBIZ7AZIBACBIZ7APOOZACT 6224
1420 DATA Z7A0GBZ4CCIZFAOZCZACIZTABZEAC
CIZ7ZR4EIZBDZFRZESCFZO5B83I3Z20Z136206AZE
ATBE2ZOFFZCASDABDS 2208094202894 ,4169
14Z0 DATA Z217BZEZGASBACY?LELOBBAZBZZAGD
IZACZ7ZO0Z201LZ206D3IAGBABDSCEZO1L0062Z06F 25
ACABZDZ?6OFBLEZIZOFBL4A007E206, 4022
1440 pATA 242240582924 85B995058995856886
10EEZDAIZ6ACISZ9Z0BIZ64CISZI00Z4064C26
Z88443CDZ56ECIOADDB4858FO6G0I67, 3967
1450 DATA OFB70780BBICOSE0006085075080
B0BDDSBO0B080A4458300584840T860B0BD2A5EG
BAAABDAZIZBEDALZBEBBRDAZZEEDAZZEE, 4801
14680 DATA 4CO0883IDZIIDEIIDZIZIDZHIDZIID
EIFEZIIDZIVIZAILZIAEZATIZAIDZOID24223
Z29ZCS3IZBIDZ2I9IDZICOZEIDZIDZ2I3ID, 2751
1470 DATA 29F4Z249GZ2BIDZIIDZDAIZAFLZAD
EAIIZCIDEIMFZAEPZCFLZIEDZCIDZG42ZA6AZA
SEZADBZCIDZIEDZCIDZP46294A0292D, 2852
14886 DAaTa ZFEPZBIDZO93IDZI9IDZIaADDADZZILF
IBEFBCHIBF6LE690204ABADBADZ29BFIBESAS9A
FGELEGIDLOAAAACAZZTAEIIZHACIAZY , 4333
1478 DATA 4CAZEZVOODBZO40ZDAFEZFEDEFBZ6D
AFRIDBAAATBZDOOGATDADABZAIBLIESCFZABIZ2E
AJ0DABF005I2PEOSICEDOF 7ADBTED, 489X
1500 DATA CEZ499805B92885BB2D624333058
FIFESBEIEIZIIFEOLEIFEESEIFCOSBIICESEEY
DPEZ492A05B99AB56806108DIAP7 28564 ,6618
1510 DATA AZ06AOODZO02BZ7CBCBCOZIDOFTES
E@BCDOFOA?7OE8564AZ0CARREZAYAZFCECECAZZ
POF7EGERLZDOFOAI7485B4A0L7AZRE, 6E67L
1520 DaTa ZO90Z7ESEQLZDOFSAS7685B4428F
ABLBZOAZZVABLEZBAZZ7AY7ABSCAAGCFEDEDSZ
FERIZOZIZ14C3EISZ29FFFFEBEBEBEBFF , 6365
1538 DATA FFAPLCZOFFZCASBEBC2BSFOR5SAZOS
06D ITABLFBIEEZ4539605B8818F 7APECE5B4A0
198580 200929C6BDASBDDOF 7420020, 6038
1540 DATA ZAZAAZLIGZOZAZA4ACISZ27A88228A2
Z7ADEZCACAZEVZODZE7ZODCEVZOEGZTZOADZ64C
F1Z920D2274C64242002274C5E2420,3%26
1550 DATA DC272090264CFL2270DZZ2720D727
ZOEGZTACFLZ9ZBDPCZ7ACFLZ292080 72728882640
F1Z9a916Z0FFZCZR43Z26A2CEEDCTO2, 4921
1568 DATA AP00ABIFIFGASBEB16FAABLFBIGE
2599605BERIOF 7AY1LEBSBDATECESR4Z8832909
Feg85BE4200%29C6BDDDEE4CIBZFZ0B3, 5637
1578 DATA ZGADBFBICEZ4970085S6B74AZSIF0
S5BEBIAFLA00AB22005TI99A054CEDAFTARIBOD
ECASB4992FS6APERYICFSSBEDAF1LAZ, 6455
1588 DATA O8BABLBZAAZZ7CBZOAZZ7AZBAADLY
EBAZZVCECOLFOFBAZOCCEZBAZZ7YEBBCOLGDBFE
AFFZE5B4AZ00N0LG204BZBCACACHALICE, 5596
i5%8 pATA DBF7CBEGBAEBZDABZBCABCAZIDAFY
AP7BE5B4001LCAZOEZO4B2ZBESBEBLIDOAFEATTABS
CHER?BGE5E7A0LAAFFESSB4AZLLIZ204E, 6B6T
1680 DATA ZBEGG4AZLIZO04BZBACISZIZAFD25

FI
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EE

HJ

tH

g ]

Ku

ASBAF1ICBE0ZDBIZ6AI7485BP9A0LFEITEIEDIER
GBEEELOF 7AF7068504AZ0ZaB1620AZ27, 5378
161® DATA ZBS83II4CISZIOSLSIDDSISDSLI5AS
0046483404 0400006805805850501030I0F4050850
545554I0FB20BI26ADT7S52DBIFAALF, I0T73
1620 DATA BPPAZ597605B6610F7A270B85B402
BANBLEZOAZZTEGESEBLZDBF 720582 34C3I52920
BIZ6ADLFBI5AZ599805B881LAF7A%70,5642
1630 DATA BSB4AZPEAGZEZOAZZ7AD7IBSB4ACH
ESZ04BZBEAZ04BZBACISZIZ0BIZIGADLFEIBAZS
39305686 10F7APFRESEAAZODA000ZE, 5348
1648 DaTa AZZ7CH8CACHOIBDOF7ESEQASDOFBAZ
BEABLBZ20AZZ7AZ0BADTES2ZFOBZADFOBSBAZOAZ
Z7AYEZGSCE4CIH2920B326207B2CA0, 6040
1650 DATA LFB?TAZS?90085B86810F7AZOLATZA
BDPEEZCA9IBBDGFZCACGEZCZ2O70Z2C2ZB4B2BCECC
BFZCDOFAEBCEGEZCEEGF2ZCADBF2ZCCY, 5525
1660 DATA 4BDOEZADVZSZFOBIZOEBILI4CIHZIT
a008ADBAR2Z2ZIB8Z1669FBE5B460A35385CCAR00
G4CBBLCHECPECDOD4A20OI1CEBCEDBFI, 6104
1670 DATA EGCCASCCCY9S56DDEBEOZOBIZHA0OF
BICEZ499805B8810F 7TA9FLEB5B4NZ10A0142046
ZBCBCOLCDOFSEGEALADOFICEBACAAB, FBZS
1688 DATA L4Z946Z0AP1IBZO4BZBEGLADOFLIAD
7452FBB3IZOEBILACISZ94007A495599FB5B6618
FazZa3IC28a9FFEp40534C3I529a00NAD2 5018
1698 DATAa Z2030AGBDPFBZCB5BA4CFLZ22221C21
ZEZBSBIA5E960CO00ABLPE2262D228C52A91739
AASZAIBCIICESZGELOEDATLASBDBIS2 5590
1700 DATA AYPEESDDLISZGROO0D10SOBO2070304
898ARD111T141927IFZ629262E30212321DB0A2
D186C9BDBCSZCSBADDLIOGADABAETE4 , 3268
1710 DATA BDAASZASBDCBS2AAZBAZZT7EGRLCIAL
CI9EALADPELGDDRGEGF 746 8696E6701L7I7VAEL1G4
6SAZ7IGS6E5647I03626061064730462,5435
1720 pATA GFGL7A0SGAGLEDBRGAGLYZE67V7EL
74B57Z00626F74746C658763IV26F 7762617208
GBE974R5A9GRES7I0AG2ZEFEEGSOE70 , 4248
17Z8 DATA 6I7OGSOCFFE56D64006B6926C6CES
72BDELFEGS0EGBEIVFEOLV7AG650F 7768637 I6GE7910
6IBAG169721164796EGL6D69746512,4381
1748 DATA GBBEGY96G6651Z6CEL7I7IGFL4626F
7780 1G6EG4BBGLFEF26F 771567 756EL166C6F67
1777617465720 0646976696E657218,4342
1758 DATA 7B69GEL96BES791AZO5EZEAZDOBD
S1ZE9DO6S52ESEQOODDOFSA4ABBECEGEZCCBBLCEBF L
ABRABIE4ZDCDGEZCFOB4CEDOFS60CE, 5706
1768 DATA EBBI64ZDCDGFZCFEO7VIDBESZERZY
DREF6ERZFEZ6A6563740068656C640010ABBE98
49900S2CACOIADOFEGOAZO0BATDOBSC, 5319
17706 DATA 9DPOSDESDOF7EOAGBLA0BRI44D38
9DFE85BE2DFBSCEBCECOZADDF4AAZO0A4BLEBDDAZS
3900SCBDEDZS59908SDCBEBERLIBADOEE, 7821
1788 DATA ADDIZEDOZAEED92EADDBZE493018D
DPBZEBBAZOZADDGZEF@BDBDEY2599085CB8CA1D
FE4CCF ZEBPEAZS 29005 CE8CALOFEAS , 6188
1790 DATA BOBDOODOEBDOLIDOGEDOBRDASOSEBDIC
0ZaDICOZDOFB6EOA900E8DDI2ZEAD7EB229010003
Z2813ZFAD7ROZZ90Z2DODBIZBLIEZFADTE 4741
1808 DATA BZ22904D0BZIZ0ZBZFAD7B0ZZ8800
BIZ03IIZFEPASBLIBESDBACZAZFASBL1869088D
442FASBOBDAI2FACASZFASBOIBEDD4 , 4112
1818 DAaTh ACIBZFASBOL1BGOP48DAIZFASBLIED
d4ZFACASZFORA0ADAIZFCYZ2EFAZICIDAFIZCAD
442FCO210FBIACYEOFDATASCFFOOARD , 5524
18280 DATA 44ZFC50DBOZ4C8B2ZFACCAZFBRCSE
BAZOFB27ASDDBSBOBDAIZFACT7ZEEGBAZOFBZT
N9ZCES5SBOBD4IZFACT7ZEASBAIBE?RS 5621
1830 DATA BSBAZAFBEZ7ADEE5BLEB0442F2860
ZEAC?7Z2EASBALBG90SESBAZBFBZVASCFFRRDAY
JCESBOBDAIZFAYABASBIDABZAP1IEES , 5786
168480 DATA BLBD442F2060ZEACT7ZENDAIZFIE
E?204A40803429AD442ZF TBE?16404R4ABDIZIZY
REZIZZ920FD25ACIAZ9B1CBA5BS5CABL, 46828
1859 DATA CBESEG98186392FA8BLCEBSBVCEEL
CEASBEAZAABSBESIAICCYGE1018EGEQR4DBF IAD
43 ZFE560600BLREDOIDRAD442FE5B1, 6356
1868 DaTa AC77ZEA90Z85C5604%0885BRBAZ0R
Sp7E8SZCALOFABSCAZBEAZEATIBBSBAZBFB2ZVZE
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182EAF8085B0AYBARSBL2A772ERDLIE, 5392
1878 DATH DOGAADB4DZFEATACDAZOADEOIGDO
FAAYBLGDEDIOZOEIZIOAZOOBSBSIOGCCIGHE1068
EGEOO4DOF IAZOOBSBSC20410BDEBED , B2
1580 DATA DADOFSAYDBSD7ES24CACIB40448D
FESZAABDAASZEBDIAZ29BDCASZBDIIZ9A9B03DEC
SIZOFDIBZ040Z2DAY0IB5BFASEBBFBZL, 5448
1828 DATA AAADELIOIDAASZEDI4Z3ADEZIBID
CASZ28D3I329A5BAIDBCSZASEE0ARABSB4202A29
AD7BSZBSBBZO01B8Z2EGO0APO0EDEBIONGER, 5479
1788 pATa G0DOOAASBLlOD44ZFASBOED4IZFZ0
CAZFADPI4ZIBDELIDADIIZIBDEZINGOAEZIZIAC
I4290970085B44CAZZ7AZPOBEZZI1BS, 4789
1918 pATA BSZ97F1B86990B00GESEOPADOF260
EEZZ316000AZREARLY 2031021020033 14C4E
3IASCFFB3DAACAASBBDODGFILIDOLIAS, 5307
1328 DATA BSCH74D0BDIDGESZESBIFAO72023
J1Z20DBIBGEE28T128284B324%008D 7152205836
AZ15BDSCIVIDOESZCALOF7ACIEIGOD , 4474
13Z8 DpATA @821%87aAS5BAC?0AFBZDCYBFFASTCY
B8FOACC210FB1BC213IFPLACIOBFB16C21EFB43
CO9Z2B8FBOSC218F0VE604C2D3I24CH6B32,5453
1948 DATA 4C7DIZ4CBBIZASBBCY10FRODCIGE
PBZEIAGBSCIFFDRLIPACEBF I1AGBSCIFEDBLI4AT08
8D7B5ZZ0EIIOCEEZIOCEEZIOZRACIO , 6256
1958 DATA ZOCAZFGRASBECO11iDBF3288AZ14D
Z2ZIFOFLZOEBI1Z01BEFACIIIBANI4AZ0A2003
J1EGEBL14DOFBCEBCALBRPOFLASBACOF , 56386
1960 DATA FODGBCTASZACPEIZECTISZZO40ZD
68ASBEC83DBF 920003 1ADZ22IAFGF1AZ0AA0LE
ZBB331EGEDLIDOFABEVSS2Z260200031,5038
1978 DATA ADZZZ1DOOVZOSEZEZOLOZEGB2O5E
ZEAPLIFE?4B329906528810F 7602661646564 88
GEGF 7465087 768696368007 2656164 ,4867
1980 DaATAa 7I00ISO0O0Z63IZO0ZIZIZCASBBCY
17DPOBADLFEBIZAZS Y PEBASB8810F FOBAECBESZES
10DB3IZAZ0ZA016Z00II1Z0EIZIOAZ00 , 4281
1990 DATA BEBESZAYG4085BSZ069I04ABIFBEY20
590A99205B881BFEAECASZACACSZ2Z2003I3I1CAAD
FOB5B4z0a22768A5BBCYRIDALICASEA 5539
Z999 DpATa CIBCOBLIGASBICY?I8DR10ZIASEZEAD
ICBODBIZ2998A45 288 10F 7RACAGBI7ESG6CECDDE4
EFEEGSHIABI4686500676F6CE640869,50085
2818 DATA 7I0R7IBF7STYZ7I01ASBACYBFFOLRC
AS1IDBDEGED V252E613A00ABECI60R2ZOSB3I 22021
I8ADBCBDOZDBADIEEDCZOZ2ADABEDAL , 5532
2820 DaTa DZADOADZZ907AAEBDOBDZEDAGIISED
AGSEAZ1BBDOZSEDOOSEESDAF 7ADCZB2491E8D
CZDZACFZIZIE010Z2Z0408081020400203,4777
Z8Z8 DATA A2009SBSCALOFBERA?BO0EDT7BSZED
7ASZAY0BAAYDBBSEYDOBSFESBDOF7EBADBADZZY
BEIFOZ7BE7BSZEDBOSZDOIFEDDOFALIE, 5741
2040 pATA BRPCIIBPCZOZBDCIBZADBADZZ95F
BD7CSZEDRIDOATACFAI4ACDEZAG0000228B80A
BBAEVBSZFBFABLBOBS2DBEFADCS2DEB , 5725
20508 pDATA EAZ87EI4AD7BESZCO9BIFOOBASBED R
B4090685BE4C0B3420603ZaEA133Aa070D52A818
G98BASBEZ2BY9ERIISDOASEEBCACABZDA, 5772
2068 DATA F4ADABIIEBDOZDOGOOD404BBESCID
42000080 88885C3D1400000205112aBC 420000
B181113ABC2Z800206033AEALI3ADTE 3724
2070 DATA S2AB186910BSB2BO2I6T45%DOOSEERD
46Z49D00SFESCBCABZDOEEADADIIBDOZDOLEGD
AGEDOIDOGROBBL83I1Z193DIFFFIDVD 4927
Z088 DATA G6CH444440ELSB0CREOA4CCDEFEFF
DFDF2B2Z1111385400010B1A121D1F1F1D1DAC
18i4D04REL1SBOCBEBACCCDCFCFCDCDRC , 5359
2098 DATA PCBCL410IASAASBLIIBEDALIIFBLY
208CADALIZI1IG669858DALIZ4CISI4ADALIIIHED
B580ALIZASEBDIBEDO4EDABIIFAZSI0,5422
2188 paTa 1ZEEABIIEEAB3IZEEAB3IIAD7DS229
088D 705 26ACEARIICEARIICEARIIADIDSZ20%10
BD7DSZ260ADVESZ49Z88D7ESZADTDSZ , 5553
2110 pATA 42888D7VDSZARVCSEZFOBICEVCS260
ZOEB348DABIIZOEBI468PA13ITIGAADDADZZ94018
6ICCERADBADZZI7F69408DADZIAD0RA, 5190
Z1Z0 DATA DZZO97FE92408DAL3Z60ASBACTLIEDA
ZDADBECIRIFR3ITADVSSEZDDIZAD VAL ZDRZEASES
CISBDRZ7VZO5833A9148D7A528DCE0R2Z, 5872
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2138 DATA AFBCEDCIAZADOIBIG7ISAAZA563S
BH81FEAT948DADIIBDAZDOGDRIDOGAADABIIIAE
E3B24C4335A%039DBOSFESESSDBASF , 5241
2148 pAaTA CAAIFESDOOSEGOGFYFBFIFADBCDO
GDBDDBZYBCFB16ADCZOZCI0ZFOLACIZBFBIFCY
BEFPZECIL4D00TACA4I660ASBECI00, 5754
Z150 DATA DOIIEEGLSZZREO3IGZOSOG3I3GD1EDS
60ASBBCY15004DEERB2S220EQTE2058IIED1EDD
EBASBECOOSDASPEESIS220EBIB2B58,5671
2160 DATA JIIBDLEDOGOZB4BIBZ205816A218BD
DOISODBES2CALOF FACIEIG277S6C7001003468
637 3EBFE7SO6CF4VE V2650086262 7465,4374
2178 DATA 7I81204BIB82B583Z60204ABDOGIEID
A5 2CAlOF 74CIEIG2E8656E00706563I6E656401
Z84B38205836AZ18B0253690B652CA, 3836
2188 DATA 1O0FFACIEIGIDESG6L740BIIGIGF 72
7OEYGFO0DDODZBES0B7IV4696EG7FIBLZBVERZY
ACZG6IDZ04ABIBZO583I6AZO7BDEBEI7?ID , I747
21990 DATA BGSZCALBF74CIEIGAIDOED7ESZ2ZE
EII0OZOACIOZ0G6AZEBDIEDDZASEZEGDASBACY 1D
DEZIASBICOY9BDOAFIAGEBAYAA9DBLSZ , 5585
2208 DaTha BSBBZB4BIB28583I60207BDIZ2I73D
B652CAlOF F4CIEZGCIBBFOO4ACIOEDPDZIZ00ATL
APZETIFOSEADAZZFASEBOADA42FE561 , 4508
2210 DATA ZOV7ZEZO4ABIBZOSBI6GAZLI9BDIAZYV
JPR6SZCAlOF FACIEIGCILIDAICZROATIIADZZ2EL
FOZEZR4BIBZO0SB83I6AZB7EDS4379D006, 4811
2278 DATA SZCALBF7ACIEZIGC2?ZFDBL7CDBESZ
DBLZADACSZCI1EDB0BADCASZCI0BDDB4B8D7ES2
60ASCECO1CDORGASBECIOEDOBEAT0D , 5889
27I0 DATA BDPFS2GBEE?FS2aD7F52C969DDET
ZP4B3IB205036AZ1ABD72I7 DG5S 2CALIOF74C3E
S6247Z6F7FEEGDGA0L2ZZ6F6G7E7H564 5043
2240 DATA BB646F776EGLB0B03IB65726D61L6E
6S5EE/4ABC7I012C796ERIGE656401227572676C
617272007 7696C6CODE265087I686F 4828
2258 DATA 74812465687 26472617465640863
GEBB746B8650064657I65V27401356000646561
64801A5SBEFBL18C6BEAGBEBDBOI7EDB2 , 4778
£268 DaATA DPZEDBGIVEDBIDZEAGBDO04AIO6ES
BEGDOB1000Z000I0002408448864A5BFFB10CE
BFAGBFBDDLIVEDO4DZEDDAZVEDOSD2 , 5298
2270 DATA 6B0EICICEOOABABASCAFOLICEC4AS
C4404RANBPEF3IVEDOOD ZBDF2I7E0D01I0D2Z6B001F
B8802848A5CSFOBFAS148D0BD2CECS, 5716
2280 DATA ASCS1869SFEDAID260ASCEFBLICE
CEAP4BIBESCEEDOZDZASCE4NIBE3ABEDAID 264
AIBEAAIDRBDZISBCISCOESEODEBDBF4d , 6537
2290 DATA BBZOZ1IBAYIFADAADZAZICHAA4G40
BDBIDZZAFZ23IBCALBF420213860202138A68B149
808090 3IBADIDIBLEGILBBDIEIBADYE 4841
2308 DpATA JIG66DEBDZAPAGEDOLIDZADIDIGEDAZ
DZAYNEBDBIDEZOPF IBCEPEIBCEIEISADIEDYICD
SDIEDEDCASOOSDBBSCODOBSDERAD YD , 6074
ZI18 pATA I6186908BED9DISDVBC2ZAZ]1 186008
0BAYDIBDESIBAIFFEDB438CEB43BDBFBCEBS3E
DAF1LGRR000ZRFIITZOLTIVEZOO3ISEE, 5062
23728 DATA CEBIBZOCAIBZOCEIGBZOF23I82006935
2OBCI720FAIBIOFSI72009I060A90CEB5C4602Z0
Z21X80928085C6AJ0RB5B585B6B5E7ES5,4700
Z3II8 DATA BEGOAYOLEBDICEBZACDFZEAGCIFOLY
SBEOGD2ADBAD229876907BDO7DZEBEQZEDBOSAZ
8BBEB7DZB6CIGOZ0AB2ZOAYFFBDICAZ, 5350
2348 DATA ADICOZDOFBZOBGZDZOZEI0ATZ1E6D
6FBZ2Z20772ZEAP0S8DLICRZZR6EBIS2ZRGDIGZOESEE
ASCADBZ4AZO52I020I2T120A423IT2042, 1360
2358 DATA IZIZOF8IZ2ZOC534Z20B6I8aDLIFDACS
B6FAB7ADLICAZDBFBACIIZFZOBCIIZOZ21IIADIF

DACY0EFRAAZACECIOOQ000DDP00000 ,4293 &

I0

ax
oc

=1 |
BQ

18 REM
A FOR INDIAN GOLD 4

26 OPEN #1,4,0,"R:INDIAN.O0BJ"

I@ POKE B858,7:POKE 852,0:POKE B53,32:P

OKE 856,255 :P0OKE 857,255

40 K=USRCADR "' hhhTLVE') , 16)

58 CLOSE BL:X=USR(8232)

Mew Atari User - Issue 54

19



A-Z OF ATARI SOFTWARE

20

AL OF G

(AND NOT SO GOLDEN)

OLDIE)

continued

POLE POSITION * Kk *k
arc Atari 1984 ()  mid

Creditable conversion of the very popular car racing arcade game.
Your battle is against the clock as you try to qualify for the main
race. High quality scrolling and realistic sound effects abound. In the
heady days of 1984 people (me included) had to fork out £30 for the
16K cartridge version. It is now available for a much more sensible
price.

POPEYE * K
plat Parker Brothers 1983 (r) scarce

Average platform game in which you must help Popeye collect
Olive's hankies whilst avoiding big, mean Bluto. Spinach makes an
abligatory appearance of course. Graphics are on a functional level,
but the music is worth a mention.

- PREPPIE

THE KEY

Star Ratings:-

* poor

* i poor/mediocre

* * mediocre

* & i mediccre/good

* kK good

* % K ir good/excellent

* W ko excellent
arc arcade game {3 game is available on tape
plat platform game ! )] game Is available on disk
sim simulation r) game is available on ROM

strat strategy game cartridge

adv text adventure bud budget priced game
gradv text adventure with (E1.99-E£2.99)
ictures mid mid-priced game
frp antasy role playing (£3.00-£8.99)
game full full priced game (£9.00+)
arc/adv arcade game with imp game is (or was) onl
puzzle solving/map- available on import fram
ping etc. America

scarce no price range available,
because game is very dif-
ficult to get hold of

The price and format (iape, disk etc.) r s gquoted are intended as guidelines
enly. Games which were originally available on tape and disk can now be found
an cartridge and vice-versa. Thiz can also alter the price of the game in question.
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POWERDOWN * Kk K iF
arc Mastertronic 1987 (1) bud

This game is hard to classify. You have to shoot and dodge things,
manipulate items and work out problems. Once you reach the top of
the vertically scrolling screen, and have aveided all the hazards and
nasties along the way, you will meet the being who has directed all
the flak at you. It turns out to be a giant cat! How you eventually
dispose of him is one of the best puzzles ever devised on computer.
Truly a gem of a budget game.

* % K
arc Adv. Int./Americana 1982/1987 (t) bud
'Preppie’ is a derivative of ‘Frogger’ only this time you're a young kid
out to retrieve golf balls. It's simply a matter of guiding Preppie to the
top of the screen, avoiding the mowers and other hazards, and then
returning back the way way you came. Brilliant four-channel music
and colourful graphics make this an entertaining family game.

QUEST OF THE SPACE BEAGLE * * sr
arc Avalon Hill 1984 (d) imp/scarce

This is the sequel to ‘Jupiter Mission 1999 and it's basically more of
the same. The different sequences range from a 3-D 'Star Raidars’-
style shoot out to an isometric 3-0 maze game. A rarely-seen
programming technigue is used called rapid page flipping (between
different screens and graphic modes). The side effect is flickering,
which may cause you to become bog-eyed after a while.

RACING DESTRUCTION SET * %
arc Electronic Arts/Ariolasoft 1986 (d) mid

This attempt at slot car racing on computer tries very hard but
ultimately fails. There are options galore including difterent vehicles,
tracks, weaponry and scenery. There is also a track construction
option. The game is weak in the graphics department because
memaory is used for the wealth of game options.

RAID OVER MOSCOW * % i
arc Access/U.S. Gold 1986 (t,d) mid

Forget about about the dubious subject matter and anjoy this quite
good arcade game. There are many different stages, among them a
Zaxxon type assault on enemy bases, a bazooka attack on the
Kremlin and a boomerang fight with security robots. Graphics and
sound are okay but could have been better.

RAILS WEST * * %k
strat S.S.I./U.S. Gold  1983/1987 (d) full

Quite complex strategy game about the building of the mid-west
American railroad in the mid 19th Century. Most wheeling and
dealing operations are input from screens filled with statistical infor-
mation. The only graphic screen is a nicely drawn and continually
updated map of the railroad system. Good fare for those people
who like games with substance.

RAINBOW WALKER * h K
arc Synapse 1983 (t,d) imp/scarce
An altogether colourful, playable and exiremely enjoyable game from
underrated Synapse. This is a “Q-Bert’ variant, but with better
graphics and gameplay. You have to colour in each of the squares
on your rainbow and avoid nasties of various sorts (who also want to
make your rainbow gray).

compiled by
Kirk Ruebottom
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RALLY SPEEDWAY * %k *k iy
arc Adventure Int. 1983 (r) mid
This is a car racing game for one or twa players (best with twa)
containing variable parameters such as maximum speeds, road
conditions, acceleration speeds, and even an option to construct
your own courses. Your view of the game is from above and the
screen scrolls smoaothly in all four directions. Easily one of the best
two player games ever.

RED MAX * ok k-
arc Codemasters 1986 (1) bud
Mice graphics and music lift this game out of the ‘ordinary’ category.
A four-way scrolling view of a planet surface and a character on a
bike provide you with the main game screen. It's up to you to travel
about and defuse all the mines planted by the renegades. Colliding
with any structure results in the loss of a life.

RED MOON * K Kk
gradv Level 9 1985 (t) scarce

A fantasy adventure with reams of text and hundreds of illustrated
locations, all crammed into 32K. Sounds to good to be true? Well,
the graphics are not spectacular {although | have seen worse in
many disk-based graphic adventures) and sometimes it's hard to get
your commands understood. ‘Red Moon' was state of the art in ‘85
and still remains a good adventure.

RESCUE ON FRACTALUS ok ok ok
arc Lucasfilm/Activision 1985 (t,d,r) mid

Probably the only Atari game about ik ]
which there is nothing more to be :
said. In any discussion of the best
Atari games you must include this.
Ezsential for any collection.

RIVER RESCUE * *
arc Creative Sparks 1986 (t) bud

You have to guide your boat around rocks and crocodiles and pick
up scientists in an attempt to deliver them further downstream. Your
view of the game is from above, and the screen scrolls horizontally
at a furious rate. Strong on playability but whether it holds any
long-term interest is doubtful.

ROBIN HOOD *
arc English Software 1983 (t) scarce

In this two way horizontal scroller you're Robin Hood (a poorly
defined one colour sprite) who has to shoot the Sheriff's men (other
poorly defined one colour sprites) and grab the gold which appears
now and then, The background scenery and scrolling is well done,
but the designers forgot about gameplay which is virtually non-
existent.

ROSEN'S BRIGADE * W
arc Datasoft 1983 (t,d) mid

A rather basic shoot 'em up with primitive graphics. Your little plane
can somersault, dive and climb within the scrolling battlefield, and in
your way stand helicopters, planes and aircraft carriers. Average in

‘83, dated in '91.
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S.A.M. * * Kk 7Y
(SOFTWARE AUTOMATIC MOUTH)
ut Don't Ask Software 1982 (d) full i’

A speech synthesiser on a disk with speech quality surpassing that .
of many hardware add-on devices. Tone, pitch, speed and duration |
of S.A.M. can be altered and he will repeat back to you any words |
you type in. You can also use S.A.M. in your own programmes. An

endearing piece of software, a year or two ahead of its time. |

SANDS OF EGYPT * * %
gradv  Datasoft 1982 (d) scarce

An early disk based graphic adventure with a limited vecabulary and
a small number of locations, but highly ‘enjoyable nonetheless. The
pictures are attractive and the puzzles are well thought out. Especial-
ly recommended for first-time adventurers.

SAVAGE POND * K i
arc/strat Starcade 1983 (1) scarce

Highly ariginal game which could also serve as
a lesson in Biology. You have to guide a
tadpaole through his various evolutionary
stages. Dragonflies, spiders and radioactive
waste are some of the hazards you will en-
counter, so you have to be nifty an the joystick. &
Unigue subject Imatter and nn::le graphics are s |
plus factors for 'Savage Pond'. :
STARCADE

SCOOTER * %k i
plat Americana 1986 (i) bud

This budget platform game is set throughout eight scrolling levels
and features your character collecting things and avoiding nasties
(ves, very original, | know). An element of ‘Pacman’ is alsa thrown in
because you can destroy the baddies if you collect certain itemns.
Worth checking out if you like platform games.

SCRAM *
sim Atari 1982 (t) scarce

Fancy yourself in control of a nuclear power sta-
tion? '‘Scram’ features a graphical display of the
power station's main features, and by using a joys-
tick you can start pumps, open and close valves,
do repairs etc. It can get quite complex. The big-
gest surprise about this one is that it was written in
Basic!

SCREAMING WINGS * * Kk
arc Red Rat 1986 (t,d) mid

This is essentially a conversion of the arcade hit, *1942", You control
an aircraft over vertically scrolling screens, blasting everything that
moves. It could be argued that a lot of shoot 'em ups are very
refined “Space Invaders'! This one's no exception, although it is
probably more fast and furious than most. Good sound effects
enhance the game's atmosphere to a large degree.

SCROLLS OF ABADON * K i
plat Fanda Software 1984 (t,d) imp/scarce
A four-way scrolling angled 3-D 'Pacman’ derivative would be ong
way of describing this little-seen piece of software. Well programmed
and presented, with gameplay a little on the tough side. It's a shame
that this was never officially released in Britain.
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SEA BANDIT * iF
arc Datasoft 1982 (t,d) mid

One of a selection of particularly uninspiring early Datasoft titles
which somehow got re-released over here in 1986. The ‘hunting for
lost gold” scenario cannot disguise the fact that this is a thinly
disguised ‘Breakout' clone. Datasoft later went on to better things.

SEA FOX * % ir
arc Broderbund 1982 (t) scarce

'Sea Fox' is a shoot 'em up set underwater, You have a side on view
of your submarine and the enemy infested ocean. You must elimin-
ate a certain number of the enamy to progress to the next level.
Nothing new here, but it is carried out with a certain degree of
professionalism.

SEARCH, THE * ki
arc/adv C.S. Software/Red Rat 1983/1987(t,d) mid

Although written in Basic, this is a thoroughly playable multi-screen
fantasy arcade adventure, A redefined character set is used to depict
trees, marshes, buildings etc. as you guide your character across
each screen. It resurfaced not so long ago as part of 2 Red Rat
compilation.

SEVEN CITIES OF GOLD * % k ir
strat Electronic Arts/Ariolasoft 1984 (d)  full

A huge game set in the 16th Century in which you take on the role of
a Spanish explorerfconquistador/missicnary. Trading plays an impor-
tant part as does exploration of the 2700 scrolling screens. The
gameplay screen consists of a small window in the centre surroun-
ded by text information concerning your army, food and amount of
gold traded with the natives. This is an enthralling piece of software,
with far too many features and subtleties to mention here. Don't miss
this one by any means.

SHADOW WORLD * K Ty
arc Synapse 1982 (t) imp/scarce

A ‘Defender’ style game for one or two players. The two player
version is unusual in that it features a split screen view of the
proceedings. In addition to this 'Shadow World' contains smooth
scrolling and fast action.

SHAMUS *
arc Americana 1986 (1) bud

In a nutshell, this game has you wandering around hundreds of
rooms, blasting everything you meet and collecting keys to open up
naw rooms. 'Shamus’ was almost an early 'Gauntlet' except there
are no scrolling screens or two player option. Colourful but ultimately
boring. Shoot ‘'em up fans may like it.

SIDEWINDER s
arc Futureware 1986 (t,d) mid

We are promised something special from ‘Sidewinder' when we see
the ace loading and title screens, but the game ultimately fails to
deliver. In this 'Scramble’ clone you travel from left to right across a
scrolling cavern backdrop of traps and barriers. Gameplay is far too
tough. It can even be difficult just getting airborne! As a ho-hum
bonus there is a cavern construction set so you can create your own
SCrEens.
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SILENT SERVICE * ok ok h
sim Microprose 1985 (t,d) full

The ultimate submaring simulation for your machineg, striking the
right balance between technical detail and playability. Game screens
include map displays (zoomable), conning tower, bridge, binocular
view, periscope, damage reports, Quartermaster's Log etc. Graphics
are great and sound is atmospheric. ‘Silent Service' oozes class in
just about every department.

SIX GUN SHOOTOUT * %
strat S.S.. 1983 (d) scarce

This is a tactical simulation of classic gunfights of the Wild West. It
plays like a wargame, so cannot be recommended to those who like
action games. ‘Shootout’ is one of the lesser 5.5.1. efforts. The
details and intricacies are here, but the graphics are even worse
than usual. Does this type of scenario translate well to a computer
wargame format anyhow 7

SLAVE, THE *
ut (Mail Order Only) 1986 (d) scarce

Thiz is an ineptly designed program, purporting to be an adventure
writing system. ‘The Slave’ features one of the most badly written
manuals ever, indeed you may find it impossible to get an adventure
to work that was designed with this system. Why haven't we seen
any adventures on the market that were designed using this?

SNOKIE * k
arc Funsoft/U.S. Gold 1984 (t) scarce

*Snokie’ is simply a jumping game set across a honzontally scrolling
landscape. Your jumps will require perfect timing and manoeuvring
for you to progress to the next level. Some nice graphical touches
include a winking skull which appears whenever you lose a life.

SNOOKER * K i
sim Thorn E.M.|. 1984 (i) scarce

One of the earliest attempts at computer snooker. You are limited to
aiming and shoating with variable power in this one (no screw, stun,
topspin or side). The graphics are good (at least the table is green,
unlike other computer snooker games). However, the definitive
snooker game has yet to appear.

SNOWBALL * K o
adv Level 9 1985 (i) scarce

A science fiction text adventure with over 7,000 locations! (Unfortun-
ately a lot of them are identical). You are on a spaceship, woken
from cryogenic suspension, and have the task of trying to save the
lives of the other two million frozen colonists on board the ship.

SOCCER * % *
sim Thorn E.M.l./Creative Sparks 1982/1986(r.t) bud

An early attempt .at putting soccer onto computer, and it turned out
quite well. Graphics are ockay and playability is strong. There are
many variables you can set at the start, such as number of players,
player versus computer or even two players versus computer. If you
have an old Atari 800 and four joysticks then you can all play against
the computer, or against each other in teams of two!

SOLO FLIGHT * k ok a
sim Microprose 1984 (t,d) scarce

A brilliant flight simulator programme, ome that will appeal to simula-
tor buffs as well as the less serious games player. Your view of your
single engine aircraft is unusual in that it is taken from slightly above
and behind the aircraft. You still have all the dials and indicators on
screen though. Graphics, sound and depth of the game are of a high
quality.




SOLO FLIGHT 2 * h kK
sim Microprose 1986 (t.d) full

This sequel is essentially the same as the original but with a few
enhancements. You now have a re-designed cockpit controls dis-
play, a map which records your flight paths, and an onboard instruc-
tor who guides you in a dialogue box at the bottom of the screen. If
you have 'Solo Flight 1' then this sequel is not really worth buying,
but if you don't then | can whaleheartedly recommend it.

SPACE EGGS * ir
arc Sirius Software 1981 (d) scarce

This is a ‘Galaxians' type shoot ‘em up and nothing mare. In 1981 it
was considered to be good, but in this day and age don't bother.

SPACE INVADERS * *
arc Atari 1980 (r) scarce

Yes, it's a no-frills conversion of the father of all shoot ‘em ups. You
may want to get this for curiosity value, but don't expect too much.

SPACE SHUTTLE * ¥ i
sim  Activision/Firebird 1984/1987 (t) bud

This looks and plays better than the earlier, awful Microdeal game of
the same name. The satellite scenario remains the same, but in this
version things are a little easier to get to grips with. The only
drawback is some really lacklustre sound effects.

SPACE SHUTTLE b4
sim Microdeal 1983 (1) scarce

Graphically and sonically weak attempt at a space shuttle simulation.
Five separate phases make up the game. You have to launch, dock
with a satellite and bring it back to earth. This is a fine example of
Microdeal's humble origins, before they entered the 16-bit world.

SPACEHAWK * %
arc Tynesoft/Microvalue 1987 (t) bud

Reasonable shoot ‘em up which formed part of Microvalue's ‘Four
Great Games Vol.2' compilation. We've seen all this before in
countless ‘Uridium’ clones. Graphic detail needed a litfle brushing up
» but the scrolling is some of the fastest you'll ever see.

SPECIAL DELIVERY * i
arc Creative Sparks 1986 (1) bud

You play the part of Santa Claus and guide him on his sled through
horizontally scrolling scenes, picking up presents and avoiding
hazards. Once you've collected a certain amount you must try and
negotiate your way down a chimney. Graphics are not up to much,
but there is a nice musical jingle playing throughout.

SPEEDSCRIPT * k%
ut Compute! Books 1985 scarce

Not a piece of software as such, but a book. You simply have to type
in its contents and you will have a first class word processor! The
typing of the listing may put a lot of people off, but it works out quite
cheap when you consider the cost of ‘ready to run’ word processors.

SPELLBOUND * ok k
arc/adv Mastertronic 1986 (t) bud

Classy budget game with tons of rooms to explore and puzzles to
solve. You control a cute little sprite called Magic Knight who
interacts with other characters and his surroundings by a process
called “Windimation'. This involves opening windows with the joystick
and selecting a relevant command from those which appear in the
window. 'Spellbound' is an archetypal arcade adventure, neatly
designed and fun to play.

A-Z OF ATARI SOFTWARE

SPIKY HAROLD * % i
arc/adv Firebird 1987 (1) bud

Harold is a hedgehog and you must guide him through fifty seven
locations and find all the food therein. The nasties to avoid this time
out take the form of dragonflies and other insects. There is a high
standard of animation and graphical detail, but the game is too
difficult and short on substance to sustain any lasting interest.

SPINDIZZY * Kk ki
arc/adv  Electric Dreams 1987 (t,d) full

Proficiently programmed conversion of this ]
‘Marble Madness' type game. Controlling an
inertia-ridden ball-bearing up ramps, down
slides, in lifts, across chasms ete. can be
extremely frustrating as well as absorbing.
There are hundreds of rooms to be ex-
plored (each of which can be viewed from
four different angles). Graphics, sound and
playability are of the highest standard.

SPITFIRE 40 * % i
sim Mirrorsoft 1987 (td) full

There are plenty of worse combat/light simulators for the XL/XE, but
one gets the feeling that Mirrorsoft could have tried a little harder
with this one. Screens include the obligatory 3-D ‘out of the cockpit’
view, maps of Southern England and a control panel from which you
can adjust speed, flaps, pitch and bank etc. The plane supposedly
handles like the real thing (although it does seem a little easy
blasting Gerry from the sky).

SPRONG * K ki
arc Bignose Software/Red Rat 1985/1987(t,d) mid

Cne way to describe 'Sprong’ would be ‘a colourful fifty screen
extravaganza'. Another way would be ‘an extremely frustrating hop-
ping game featuring a man on a whining pogostick’. One thing it
maost certainly has is very nice graphics. Fun to play as well.

SPY HUNTER * ok Kk
arc U.S. Gold 1984 (t,d) mid

This one puts you in a car armed (eventually) with four different
weapons and gives you an overhead vertically scrolling view of your
battles with the other vehicles on the road. Enemy cars can ram you
or use their spiked wheels to burst your tyres. You may also find
yourself in a speedboat at certain times. A well implemented conver-
sion of the exciting arcade game.

SPY STRIKES BACK, THE * *
arc/adv Electric Dreams 1985 (t,d) scarce

This is an arcade adventure with the emphasis on arcade. Lots of
‘rooms’ to map (all looking pretty much the same) and items to find.
You also need to be quick on the joystick because there are robots
to dodge in each room. The best feature of the game is the
continuous music with countless different tunes.

Next issue ...
the concluding part of
this series .. don’t miss it!
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EXCEL

that support for 8-bit micros -

particularly the Atari - has se-
verely declined during the past
twelve months. Indeed, the num-
ber of commercial organisations
investing in XI./XE development
projects can be counted on the
thumbs of one hand! The shock
demise of two 8-bit mail order
companies over a year ago left just
one ‘big’ dealer and several inde-
pendent hobbyists committed to
the Atari market. You'd be forgiven
for treating the latter with more
than a note of caution - especially
after the problems caused by cer-
tain unscrupulous individuals - but in the end you've just got
to take a chance and hope you will be lucky.

To contradict the trend, last April saw the launch of a new
8-bit disk magazine from a group of Atari enthusiasts called
Excel. Since then the disks have appeared on a monthly basis.
Prior to receiving review copies [ hadn't paid much attention,
mainly because I'd rather browse through a printed document
than stare at a flickering monitor screen. | can't criticise Excel,
however, since they wanted to launch a ‘real’ magazine last
year. but had to abandon their plans due to lack of support. [
use the word “their’ with a fair amount of journalistic license
since the driving force behind the Excel mag, and most of its
editorial content, is one Robert Stuart. Robert's talent isn't just
a flair for organisational matters, he's also a pretty nifty prog-
rarmmer!

The first edition of Excel was described in the Editorial col
umn of Issue 49 so a detailed account isn't necessary here.
The principal contents are a concentration game called ‘Amne-
sia’ which was subsequently released on tape and reviewed
fully in Issue 51, a couple of neat arcade games and a charac-
ter set designer for graphics modes four and five. Also included
are some pictures and a demo with a scrolling message in the
guise of a Fuji symbol (or is It a Fuji symbol in the guise of a
serolling message?).

Although generally well received, the disk was criticised for its
lack of reading material. Consequently, the editor responded in
the second issue by splitting the disk into two logical sections -
side one for text, side two for software. The textual contents
comprise an editorial with news and gossip on topical matters,
a competition (too late to enter, I'm afraid!), reports on PD
software, a readers survey and reviews of eight commercial
programs. Whilst the latter have mostly been covered in past

HOW TO GET EXCEL

The Excel disk mags are available from Robert Stuart, 21 Stronsay
Way, Broomiands, Invine, Strathclyde, KA11 1HZ. The back-issues
featured above are priced at £3 each or £16 for all seven. New
issues are £3.99.

I t's a sad but inevitable fact
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issues of NAL, reviewing games
is a subjective business and it's
always useful to have a second
opinion (incidentally Robert, |
still think the author of Rulfl and
Reddy could have put more effort
into the graphics!).

Amongst several treats on the
flip side of the disk, Triad is an
excellent shoot ‘em up that was
first released commercially (by
Adventure International?).
Galactic Chase is another ex-
commercial game in the form of
a traditional space invaders
clone and Watch Diz is a demo
from the High Tech Team with
good music (from Plastron) and the familiar scrolling message.
Last and most definitely least, Smush is a rather unexciting
spin-ofl from English Software’s Steeplejack in which you
guide a man up the drain-pipes(?) and waltch out for nasties.
Mind you, Steeplejack wasn't all that exciting either!

Excel Number Three's literature section has nine reviews of
Ke-5oft games and others, plus the regular editorial. Software
goodles include The Studio - a clever sample sequencer enabl-
ing you to load, edit and play sound samples stored on disk -
and Cavelord, a brilliant arcade adventure from Germany.
Your quest is to {ly through the caverns collecting treasures
and negotiating nasties. This game is addictive! The old
favourite Myriapede makes an appearance - looking rather
dated nowadays - whilst Roto is another good'un that has your
copter-packed hero retrieving canisters from the caves and
ferrying them back to base. Eight Ball is a demo of eight balls
(strangely enough!) dancing in the upper part of the screen
with a panel below in which you can enter various parameters
Lo alter their pattern of movement. The music is brilliant but
unfortunately the scrolling message is German! The disk is
rounded off with a big (English) rainbow scroller. That's BIG)

Excel Four, Five and Six are basically more of the same. By
this I mean more well-written reviews, interesting editorials,
amazing demos, worthwhile games, neat artwork, a clean pro-
fessional finish - in fact, everything you might hope for in a
disk magazine. The only improvements ['d like to suggest are
more instructions for the games and a utility to print out the
articles. At present the textual content is hard coded in basic,
which doesn't strike me as being the most ellicient method!

If you've pondered over the merits of subscribing to Excel.
then ponder no more - just do it! If the forthcoming issues are
half as good as those I've received vou shouldn't be disappoin-
ted, The point is that unless we suppart Excel and the other
remaining 8-bit enthusiasts, our world of 5-bit Ataris won't be
around much longer.

A

reviewed by Paul Rixon
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(Silica Systems are pleased to recommend Seikosha printers to you |

at NEW LOW PROMOTIONAL PRICES. The Seikosha range is built | [|— 9 PIN PHI NTE R
to the highest standards, by a company that is used to manufactur- sp 1900 PLUS 1192 crs
ing high quality precision products. In fact, you may be wearing one ”E W'

of these products on your wrist as Seikosha are part of the massive
Seiko/Epson group (with a turnover of £6 billion and 18,000 staffl).

When you buy a Seikosha printer from Silica, we will give you a Silica
PRINTER STARTER KIT (worth £25.wr- £25.38) FREE OF CHARGE,
to make sure you get off to a flying start with your new printer. For
further information on the Seikosha range, complete and return the
coupon below. Or, if you can't wait to get your hands on a new low
priced Seikosha printer, telephone our mail order hotline, 081-309 1111
to place your order now.

® FREE DELIVERY e FREE STARTER KIT -

80 coLumn
HOW WITH AUTD SHEET FEEDER | ® Seikosha SP-1900 Plus - 9 pin - 80 ool
g ST : 192cps Draft, 48cps NLO

& K Printer Buffer + 2 Fonts

® Paralied Interface

® [Graphics Resolution: 144x72dpi

® Epzon and (BM Emulation

® Aufo Sheet Feader Qption

® FREE Silica Primter Starfer Kit
S5P-1900 PLUS RRP ... £155
STARTER KIT ... .. £25

TOTAL RRP: E180
SAVING, _E£81
SILICA PRICE iexc wr: £99

Next day - anywhare in the UK mainland Warlh £20.38 with every Sefmsha printer. f 1
® FREE HELPLINE ® 1 YEAR WARRANTY
Techmical helpling during office hours, With every Sekosha printer from Silca.

Each print axampla was produced by the ponier if i shown with, Prinfer speeds are g i as folk
S50 = Superdraft 15cpi, D = Deaft 120pi, NLG = Maear Lattar Quality 12cpi, LD = Letier Quality 12opi,

9-PIN PRINTERS

+ViT= £116.33 Ref. PRI 8195

WOTEBDOK
00T MATRIX
PRINTER

. L o & fianeles 142 Mulipart Forms
lwdes Pmpmmrr:.ab.la Card ) | L ® Rechargeable Saftary Pack Oonanai )

édﬂ CPS GD COLUMN 32 CPS 80 coumn | 144 cps 80 coLumn
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® Sofkpsha SP-2400 - 9 pin - 80 col & Spikosha SP-2415 - 9 pin - 136 cal & Salkpsha 50-92 - 24 pin - &0 ool » Spikosha SL-A10 - 24 pin - 80 col & Seikostha LT20 - 24 pin - 80 col

® 2d0cps Draft, S0cps NLD ® 3cps S0, 240cps Drafl, S0cps NLO & 2M0cps Draft. B0cps LO & 32icps Draft, 108cps LO & f8lcps 50 fd4cps Oraff, &0cps LO
® 2K Primter Buffar + 5 Fonis & 75K Printer Buffar + 5 Fonis & 44K Printer Buffer + 2 Fonls ® 5K Printer Buffer + 3 Forms & K Printer Buffer + 9 Fonts

® Paralgl amgd S nfertaces ® Parilied ing Sevial interfaces & Paralipl Inteviace & Paraiiel and Sanal inferfacas ® Paraiiel infertace

& Graphics Resolution: 240x 144doi ® (aphics Resolution: 240 Mddpl ® Graphics Resolution: 3603600 » Graphics Resofulion: 3603600070 ® Graphics Resofution: J60x 180D
® Epson and 18M Emulanian ® Epson aod (BM Ermuiation & Epson Emwalion - and 1BM Emwlation & M Emiarion

& (Oplioral Auto Sheat Feeder Uit & Supenor Faper Handling & (Jptlanal Fonit ROM - 7 Fants ® Dotlanal dule Shept Feeder & Buili-in 50 Sheet Auip Feeder

® FREE Silica Prinfer Stavter Kit ® FREE '1'n'n:‘a Printer Smr:e: Kit & FREE Silica Primter Starter Kit & FREE Silica Printer Startar Kit ® FREE Sifica Printer Starfer Kit

P i

STAHTER BT L ¥
TOTAL ARFP: £

BAF:
STARTER WIT.___..
AL M {ua
SAVRG D85 WG _E13E

=[0I o PR 1M MPH‘M‘_I‘.?‘H WI=ER455E ref. PRIATS

SN,
+WI=A 5wt PHOEE FLCA PRICE: +il=EZH2 58 et PRBETD

® includes Programmable ROW Card I ® Low Farm 5«.;‘5?? L i
277ces 136 cowmn |462ces 136 cowmn | 520ces 136 cowumn | 800 ces 136 coLumn
& Spivosha SL-230 - 24 pin - 136 cof & Sgikosha BP-5500 - 8 pin - 136 cof & Splhosha BP-5780 - 18 pin - 136 cal ® Seikosha SEP-I0 - 18 péo - 136 cof
® ZFeps Dealt, 92eps LO ® J62cps Dralt, 106cps NLD & 7BOcps 50, 520cps Draft, 130cps NLO § & B00cps Draft, 200cps NLO
® 5¥ Prinfer Buffer + 9 Fonts & 18K Printer Buffer & 20K Printer Buffar + 2 Fonis ® G4 Prinfer Buffer + 2 Fonis Every Seikcsha printer Inom Silica, comes with Ehe
® Paraliel and Serlal ntarfaces & Parallel and Serial inferfaces & Paralie) angd Serial interfaces ® Farabel and Serial inferfaces Siica Printer Starier Kit, worth 2932 (125 +WAT),
® Graphics Aesolution: 360 3F0dpi ® Graphics Resolution: 240 144dpi ® Graphics Resolutian: 240x240dpi ® Graphics Resaturian: 240x240007 compietely FREE OF (HARGE. incluses al o e
® Enson and 180 Emulation ® Epson and JBM Ematation ® Fpsan and (8M Emlation ® Epson and 1BM Emulation 1o gl up and unning wilh your new printer
® Dorianal Autp Sheet Feeder & dptiovial Auto Shee! Feadar ® Handies 1+8 Multipart Forms ® Huili-in Cud Shesl Feagar ® 315" sk with Amiga & 5T Printer Drivers
® FREFE Silica Printar Stamer kit ® FREE SWea Primter Starar Kir ® FREE Silice Privler Staner Kil ® FREE Silica Printer Starter Ki ® L.E Meire Parmliel Printer Cabie

& 200 Sheets of Quality Continunus Paper
& 10 Comtinwpus Tractor Foed Address Labads
® 5 Conbovous Envelapes en Traclor Faed
Printer mwmers may ander (he Sdica Staner Kil
(rof: KIT S000) 1or only £24.38 - £5 o RAP!
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SILICA SYSTEMS OFFER YOU

FREE OVERMNIGHT DELIVERY: On all hardware orders shipped in the UK mainland.
TECHNICAL SUPFPORT HELPLINE: Team of technical experts al your Service.

PRICE MATCH: Wa normally match competitors on a 'Same product - Same price’’ basis
ESTABLISHED 12 YEARS: Proven track record in professional computer sales.
BUSINESS + EDUCATION + GOVERNMENT: \olume discounts available for large orders.
SHOWROOMS: Demanstration and training facities at our London & Sidcup branches,
THE FULL STOCK RANGE: All of your reguirements from one supplier.

FREE CATALOGUES: Wil be mailed to you with offers and software/peripheral details.
PAYMENT: By cash, chegue and all major credit cards

Balons you decida when 1o buy your new printer, we suggest wou think vary carefully about WHERE
wou buy it. Considar what it will ba like a faw months after you have made your purchase, whan you
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ave you ever wanted to add background music to your
H BASIC programs? [t is not easy Lo produce a decent

piece of music that doesn't slow your program dowmn.
It is possible to simply turn on a note for the correct length of
time, but to make your Atari produce sounds even vaguely like
those from a musical instrument you must enter the realms of
volume envelopes, and these really do cause a game to come to
a grinding halt.

The solution is a short machine code routine that will play a
tune in the vertical blank interval. Don't worry if you don't
understand the first thing about machine code - you can still
use this routine.

The vertical blank interval comes along every fiftieth of a
second, after each frame of the television picture has been
drawn. Your computer uses this period for housekeeping, but
it will also execute a short routine of your own, As your routine
is called every fiftieth of a second, this gives an easy way of
timing notes,

A READY MADE ROUTINE

Once called. my routine will play a tune in the background
without affecting your BASIC program. The example program
contains the machine code as data statements (lines 10100 to
10140) and a subroutine to load it into the string VBMS (lines
10000 to 10060).

You can (and must) use a volume envelope Lo create more
realistic sounds. The volume envelope contains the volume of a
note for every fiftieth of a second that it plays. It must consist
of 32 volumes in the range 0-15. An example is given in the
BASIC program, but other effects are possible, you will just
have to experiment.

Lines 10200 to 10360 contain a subroutine to start playing
the tune in the data statements from line 10500 using the
volume envelope in line 10400. The format used for the data
statements is:

Number of notes, length of crotchet in fiftieths of a
second, frequency of first note, length of first note (in
mulliples gf crotchets), frequency of second note etc.

Lengths of notes are actually stored in fiftieths of a second.
You can have up to 255 notes. If you want to write anything
longer you will no doubt think it no trouble to wrile your own
routine to play it! Frequencies must be in the range 0-255.
Values which correspond roughly to musical notes are given in
the BASIC manual.
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John Young provides a

routine to add music to

your programs without
slowing them down

CALLING THE ROUTINE

The machine code routine is called from BASIC with a USR
call as follows:

X=USR(address of routine, number of notes, address of
volume envelope, address of frequency data, address of
length data, address of routine+47 bytes)

POKE 352,1 is also required to start the tune.

In the example program the volume envelope and tune are
stored in strings. which means that you don't have to find a
spare chunk of memory, although you will get some funny
results if you try altering the program while the tune is playing
[this disrupts the variable storage area). You can poke the
machine code routine and your tune data into page 6 or high
memory to get a tune to play unalffected by whatever BASIC
programs you load. The remainder of the program (lines 120 to
250) demonstrates how to control the tune once it has started.

No matter how good your music you will eventually want to
turn it off, which is accomplished with POKE 352,0. POKE
352,1 [or any non-zero number) will start it again from where
it left off. Location 349 is the note counter, and 350 counts the
length of each note, in fifticths of a second, so POKE 349,30
and POKE 350,60 will shift my tune to the last instant of the
last note, thus restarting it.

I make no apologies for my music, it is intended to encourage
you Lo replace it with your own!

(e

MUSIC PLAYER
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LB REM et b et e -
Z8 REM % VERTICaAL BLANK TUNE PLAYER %=

30 REM * by *
49 REM »= John Young *
B0 BEN # ——— - e o »
60 REM % NEW ATARI USER - FEB. 1992 %

FO REM S0 000000000000 -0E-PE-PE-DE-DE-96-9E- 0 0 09693
188 GOSUE 1008880

119 GOSUB 192089

1280 GRAPHICS @

138 SETCOLOR Z,3,4

148 7 :7 "WHHEN THE SAINTS G0 MARCHING
I"II

158 ? “Traditional®'

168 ? :? "UB Music Player written by J
ohn Young'

170 7 :?7 "HIIHS to switch Music on and
off"

188 7 "[EITA] to restart tune™

198 T "[@F¥ to exit program

286 CLOSE H1:0PEN H1,4,8,"K:"
219 GET ®1,K

270 IF K=32 THEN POKE
5233 ¢
238 IF K=155 THEN POKE Z49,3Z08:POKE 358
, 68

Z40 IF K=27 THEMN END

258 GOTO 21i@

9999 REM
108668 DIM VBMSCL1Z)

18818 RESTORE 19188

18628 FOR ¥=1 TO 113

190838 REaD o

10048 UVBMS (H,X)I=CHRS (Al

18858 NEKT X

16068 RETURMN

IR ve MACHIME CODE DATA
18188 DATA 1684,104,104,141,95,1,104,13
I,205,104,133,204,104,13Z,207,104,133,
206 ,104,13X,709,104,133,2608,1608,90
16110 DATA 140,9%,1,140,94,1,177,206,1
41,8,710,104,170,104,168,169,7,32,92,2
Z26,96,173,96,1,208,6

I52, NOT (PEEKKL3

AK

cCS

VG
YR
r 4
aM
PI
ac
MH
IK
TH
TH
0s
UN
HJ
GM
HC
HA

uo

BL

Py

GL

PT

aa

UK

GE

KY

18128 DATS 141,1,210,76,98,228,238,%4,
L1,173,94,1,172,9%,1,209,208,144,24,16%
,0,141,94,1,7088,148

181%0 DATA 9X,1,.284,95,1,144,5,160,0,1
48,93,1,177,2086,141,8,210,173,94,1,201
+32,176,8,168,177

18148 pPATA 204,73,168,141,1,210,76,98,
2286
18199
i8zaa
18218
10228
16230
i6z4a@
18258
180260
18270
i@z8e
18290
i18z08
i8zT10
18I28

A M START TLNE |

DIM VOLUMES CIZ)

RESTORE 1@408

FOR' H=1 TO I2

READ A

VOLUMES (¥, H) =CHRS (@)

MEXT X

RESTORE 19568

READ MNM,D

DIM FREODS CNMY ,LENGTHS ENND

FOR M=1 TD NN

READ a,B

FREQS (X, H)=CHRS (&}
LENGTHS IH, 3 =CHRS (B*D)

18I0 MEHXT X

18348 A-USRLADR (UBMS) , NN, ADR(VOLUMES) ,
ADRCFREQS) , ADR(LENGTHS) , ADR (VBHMS) +47)
18350 POKE 3I52,1

18I668 RETLRN

10399 REM
10480 DATA B,;15,;13,11,9,9.9:9:9:9,:9,:%,
9,9,9,8,8,7,7,6,6,5,5,4,4,3,3,2,7,1,1,
[:]

16499 REM

18588 DATA F1,12

18585 REM 31 NOTES, WOTE OF LENGTH 1
LASTS FOR 12/58 SECOND

18518 DATA 127,1,191,1,89,1,78,5,127,1
L1901,1,89,1,78,5

19520 DATA 127.1,101,1,89,1,78,2,101,%2
+127,2,181,2,113,5

10530 DATA 101,141,164 ,1,14%,1,127,4,101
.2,78,2,78,1,89,5

18548 pATA 101,1,89,1,78,2,161,2,127,2
+113,2,127,5
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3 VERTICAL BLANMK HMUSIC PLAYER - H TaY

i#  FOR USE HITH BASIC PROGRAMS * § 0B D - DN R D N LD& ur ; for deferred
T by - ;INSTALL VB ROUTIME JER SETVEBY  wvector

i John Young L i RTS
e " ORG S6@88 5B B B B B
:# pAssembler source code for AMAC W jReplace with #= for ASSEMBLER/EDITOR JTHE YB ROUTINE!

;% MEMW aTaRI USER APRIL 19%1 w» jand HACSGS H

R R B H R R jGet data passed by UWSR call LB& CHTRL jis bute in

¥ PLA BHE HMUSIC } CHTRL zero?
B L e e e P R P LR LT PLA sTA AupcL 1yes - turn
tERUATES PL& Fnusber of JHP HITVBY | off sound

3 PR I 5%Ta MUMMTE : notes MUSTC ING LEWMCHT jno — inc.
:These are standard Atari equates PLA L LEMCNT ; counter
SETUBY = SE45C 5Th VDOLUME+1 ;address of LY NTECHNT :is note
HITVYBY = FE462 PLA 1 volume CHP CLENGTHY , Y finished?
aupFiL = Spzae 5Ta VOLUME | envelope Bce COMT pif not

aAUBPCc1L = SpZel PLA LDa ua iyes - so0 go
;Storage locations for routine 5Ta FREO+1 ;address of 5Th LEMENT ; on to next
;fbottom 4 locations of the stack) PLA : note INY } note

WTECHT = $185D aTh FREQ P Frequencies 5TY WTECHT

LENCHT = F1S5E PLA CPY MUMMTE jend of Tune?
NUMNTE = $15F aTa LEMGTH+1 ;address of BCC PLAY 1if not
CHMTRL = %168 PLA i note LBy R ives - start
;Zero page indirect addresses for 5Th LEMGTH ; lengths STY MTECNT ; again

rtune data :Initialise counters for routine PLAY L& (FREQ) .Y ;play new
YOLUME = $CC LEY 0] STH AUDFL P note

FREQ = SCE STY NTECHT CONT (N T-1 LENCHT jhave we 9ot
LEMGTH = SD@ 5TY LENCHNT CHP wsza i to end of

] - o e o e e ek istart first note BCS EXIT P voel. env.
iAll the code is relocatable, bLut The LD CFREDD . Y TayYy imo - get
jaddress of The VB routine must be 5Th AUDFL Lba CVOLUMED , ¥ ;voluwke
ipassed to the installation routine ;Install ¥YB routine EOR g5a8 ing distort.
135 the final parameter in The USSR PLA ;9et address 5Th AUDCL

icall ! Tax i of VB EXIT JME HITVBY jexit VBI

MACRO ASSEMBELER SOURCE CODE FOR VBI MUSIC PLAYER

Mew Atari User - [ssue 54

27



RESTORER
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has been corrupted or you've deleted some important

document files? Over the years I'm sure many of us
have. Maybe this program is the answer to those problems.

RESTORER will restore many files that you may have thought

lost forever. If you cannot access the file, because VTOC has
been corrupted then RESTORER can help. If you have simply
deleted the file and haven't written to the disk since then you
would have no problems recovering the file. The program can
restore ASCIL, Basic or Machine language and you should have
no problems provided that the sector links are still correct.

HOW THE PROGRAM WORKS
AND HOW TO USE IT

RESTORER first loads into memory two short machine lan-
guage programs. The first enables access to the disk sectors
(this short program was published in COMPUTE! many years
ago). The second assists in working out the sector links (this
was from a PD program bought out by old Atari User). Then
program then goes to a Menu.

On selecting {tem 1 the program goes straight to sector 361,
the beginning of the directory, and shows you each file on the
disk together with its first sector number and the total number
of sectors. If you return to the menu, you can then look for the
sector linkage (by pressing 2) and provide a hard copy if
desired. If you haven't got a printer then typing ‘? SEC$' when
the ‘Ready’ sign appears will enable you to see the sector
linkage, press "'CTRL 1' to slow it down. By the way, if you
haven't got a printer then ‘CLOSE #7:0PEN #7.8,0,"P" must be
deleted from line 10 or an error will be produced.

Pressing R [RETURN] will immediately begin restoring the file
displaying necessary information on the screen. Before com-
meneing it does a check to make sure that there is enough
memory, if not then it displays how many passes it needs. Just
follow the prompts and the file will hopefully be restored.

A filename is asked for before you save the data, but this
could be changed to keep the filename as the original which is
in 'F28%". The file is saved to disk in a somewhat slow and
primitive manner and this does need to be improved upon, but
for the moment works fine.

If in the Menu mode you hit 2 but haven't already been to the
Directory. then you will be asked to supply the First and Total
(optional. you may supply a ‘dummy’ number] sector values,
but when coming from the directory the program assumes the
values of the last directory file read.

The program restores the file by directly accessing the sector
and storing it in ST$. [t then computes the address of the next
sector from the last 3 bytes of each sector in DS, if ‘N’ equals
‘0" then its the End of File. Note that when storing into ST$
only 125 bytes are saved as the last 3 that provide the essen-
tial information that determine the sector linkage will have to
be changed when resaving to disk, fortunately the computer
does this for you.

Hnw often have you gone to use a disk only to find that it
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SAVING MEMORY

If you wish to save memory then provided that you know the
First and Total [optional) sector values then you can delete
much of the program. Lines 20-300 and 700-820 can go. This
will save 2k of memory. Just add:

117 "INPUT TS/FS":INPUT T5,5:GOSUB 590

| have tested this program on many types of file and success-
fully restored all files including long machine language prog-
rams. All ASCII files can be restored without any problem. 1
have not been able to test the program on files that produce
‘ERROR 164 - File Mismatch’ as [ have none, but suspect that
you will have to use a disk editor to find the beginning of the
file. then you should be O.K.

There are very few checks or traps so hit the BREAK key and
restart if you make a mistake, but don't do it if the drive is
saving datal. If you do by mistake type 'CL.#4' /RETURN before
restarting or the disk may get scrambled.

This program could be compacted to save further memory by
using ‘'COMFPACTER' from Page 6 PD Disk ‘Utilities #2' [an
excellent program, but what language is it written in? I've often
tried to change it to accept a file from 'D8:" and then have it
compiled to make it faster, but it will not accept it. Could
anyone shed some light on this?). RESTORER could then be
speed up by using the ‘Turbo Compiler’.

The program has been really badly written and I apologise to
all you fine programmers out there, but just hope that RES-
TORER will be of assistance to many of you. Any improve
ments to the program will be gratefully appreciated

WHAT THE VARIABLES DO

D% Stores the data from the selected sector
F& Holds information on each directory file
F1% Diractory filename

F2% Directory filename to be restored

RS Awaits response o question

BINS Stores 2nd ML code

D$(128)= Fills D% with 128 spaces: D$ will not get sector without this

5TS Restored file kept here

SECS% Stores sector linkaga numbars

5 Sector no.

C Diractory File Nao.

M Mo. of next sectar

B Mo. of bytas per sector

TS Total no. of sectors in file

PR Flag - 1=print out 0= no print out

FL Flag - 1=file to be saved in.more than 1 part 0= file to be
saved in 1 part only (Mot the same as PT)

PT How many parts file will be stored in

SEC Mao. of sectors stored

BUF Size of buffer length

X Amount of sectors that can be stored in ST%. Dependant
an mamaory

Z and Z1 Halp determine how many paris file will be stored in

]
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1 REM ekt ok -o o e - - e
? REM = RESTORER »
I REM * by -
4 REM = Kit Lethby *
§ REM ¥ —-—--—cmmm e e e -
6 REM # NEW ATARI USER - FEB. 1992 %
FOREM et T PR PO DO 0t RN - M PR
8 REM

10 DIM DSC128) ,FSCi6) ,F15Ci8) , F25C18),

R$CL) ,BINSC(16) :DSCLZBI =" ":CLOSE H710P
EN #7,8,0,"P"I1POKE 710,0IPOKE 752,1

20 GOSUB S59%0:GOTO 700

38 5=36116=4:7 "KR'IPOKE 752,141

48 I-USRC1537,ADRIDS),S5,1,82)

59 FOR F=1i TO 8

61 POSITION 12,2:7 “HIT [ TO RESTORE"
62 POSITION 13,3:7 “HIT @ FOR MENU"
70 POSITION 14,5!7 "FILE NO: 'j;Cp' »
B0 F$=DSCCLE#FI+1-16, (LGWFI} 1FLE=DSCLL
16%F)+1-163)+5, (1L6%F))

%8 POSITION 18,712 U =) upFEigyn (- »
1080 N=ASCIFSC4,43)+ASCIFS$(5,5))1%256
185 T5=ﬂ5¢tr#tt;t!)+ﬁ5ﬂl!!ll.lllﬁ?55
119 POSITION 11,9:7 “FIRST SECTOR: "N
(Rl (13

»

115 POSITION 11i,11:7 *TOTAL SECTORS: "
115]“ 1]

128 POSITION 19,13:INPUT HM16:RS:C=CH+1:
IF RE="R"™ THEN S=N:!FZ25=F1%:GO0TOD 4889
125 IF R5="HW'" THEN 700

1X8 MEXT F:5=S5+41:GOTD 48

200 DIM SECH(TS5%S)

228 7 "KR":IF PR=1 THEN ? H7:""FIRST SEC
TOR IS = "N

225 7 1% "CHECKIMG SECTOR LIMNK.....";:
FL=1:GOTOD Z45

228 I=USRCLSI7.ADRCDS)Y ,N,.1,.82):5EC=5EC
+1:LS=M

240 N=USRCBIMN,ASCIDS$C126,126)) ,Z)%256+
ASCEDSCAZ7,12733:IF W=8 THEWN 250

Z45 SECSCLENMCSECS)#1)=5TRS(N) :SECS(LEN

(SEC5)#1)=""%"'TF FL=1 THEN FL=8:G0TO0 3

(111} :

250 IF N=0 aNDP RR=1 THEN 7 H7:"LAST SE
CTOR IS = ":LS;

255 IF N=0 THEN 7 :%7 "LAST SECTOR IS5 -
MaLS:GOTO 2880

260 POSITION Z2.1M:7 "MEKT SECTOR IS5 —
l#:"}ll LL}

278 IF PR=1 THEN * H7:M:" - '}

280 IF N=8 ANDP PR=1 THEM ? H7;" - EOF"
17 H7:"WO: OF SECTORS=";SECiCLOSE 27
98 IF N=8 THEN 7 :7? "Hi§':? :7 "NO: @
F SECTORS=";SEC:EMND

e GOTO ZIa

4080 BUF=(TS%125)

405 IF BUF»FREC8) THEN GOSUB 988

408 IF PT<>8 THEMN 7 :? "NOT ENOUGH MEM
ORY"™:7 "THIS MWIL HAVE TO BE SAVED IN "
;PT;" PARTS™:BUF=CH®125)3-125:FOR D=1 T
0 Sa6:

418 DIM STSC(BUF) :SEC=A

415 7 YKY:? 17 VBEGINNING RESTORATION

OF..";F25

468 T :7 “FIRST SECTOR ":S:7 "TOTAL SE
CTORS " TS

478 TRAP 510:I=USRCLI5ZI7,ADRLD5),5,1,82
b]

60 POSITION 11,1:7 “(NEISITTEIINENTE

a utility to recover

lost, deleted or

scrambled disk files

1]

TZ

LL

EK
T0

FZ

FR
0z
un

GO

HL

LY
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zu

KM
RB
Dv
RP
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PN
IR
O

HE

LS

LG

in

475 N=USRIBIN,ASCIDSC126,126)),32%256+
ASCEDECL27,127))

476 B-USRCBIN,ASC(DS(128,128)).,127)
478 POSITION Z.6:7 “NEXKT SECTOR IS "N
"II ".

4B8 STS(LEMISTS)+13=DS(1,B) SEC=SEC+1
485 POSITION 2,7:7 "STORED SECTORS ';5
Igl“ r

490 POSITION 2,9:7 "BYTES THIS SECTOR
gy "

495 IF N=0 THEN 510

580 S=N:GOTO 470

§10 IF FL=1 THEN ? :? 1? "“INPUT DESTIN

ATION DISK AND HIT RETURN':INPUT R$:GO

ToO SS5@

528 % 17 :7 :% 17 YFILE HAS BEEN STORE
PU:? 17 "INPUT FORMATTED DISK TO SAVE
FILE TO"

538 FS="":;Fi$="" 7 17 “INPUT FILENAME"
TIMPUT FA$:F$C1,3)=""DL1"IFSILENIF$I +1)
=F1%

548 IF FL=0 THEN CLOSE H4:0PEN #4,8.0,
FS$:CLOSE #41IF PT{}® THEN FL=1

550 CLOSE H4:0PEN #4,9%,0,F§

568 TRAP SB8O:FOR R=1 TO LENC(STSH) iRR-AS
CISTSIR,R))

570 PUT 84,RR:!NEXT R:IF N=8 THEM 583
588 CLOSE #4:IF FL=1 THEN STS§="";? :7
SIMPUT SOURCE DISK AMD HIT RETURN':INP
UT R5:GOTO 415

581 ? :7 “FILE HAS BEEN RESTORED":END
585 EMD

598 FOR I=1537 TO i663I:READ J:POKE I,J
sNENT I

608 DATA 104,104,141,5,3,104,141,4,3,1
04,141,11,3,104,141,10,7,104,1084,141.,0
,6,104,104,1441,2,3,16%9,1,141,1,3,206
618 DATA ©,6,48,29,32,83,228,24,236,16
v 3,144,3,238,11,3,173,4,3,24,1085,128,8
8,%,2%6,5,3,141,4,3,24,144,222,96

6268 FOR I=1 TO 16:READ A:BINSCI,I)=CHR
SCa) INEXT I:BIN=ADRCBINS) : RETURN

630 DATA 104,104,1084,133,208,104,104,3
7,208,13%,212,169,68,13%,213,96
708 REM

718 7 OK¥z7 13 ©

L)

728 7 :7? “i) TO VIEW DIRECTORY/BEGIN R
ESTORATION"

748 7 17 “"2) TO CHECK SECTOR LIMNK"

756 7 :7? :7? UYF)} TO FORMAT DISK"

768 TRAP 710:7 :7 :INPUT Hi6:RS

778 OM ASCI(RS)-48 GOTO 38,785

780 IF RS="F" THEW 880

785 IF TS{>0 AND NC>B THEN 793

798 7 :? “INPUT TOTAL aMD 15T SECTORS™
(INPUT TS, N

733 2 :7 OHIT @ FOR PRINTOUT™:IMPUT RS%
!IF RS="P"" THEN PR=1
795 GOTO 200

8AB T VEM:? (7 M

mll

§18 7 :? " INPUT DISK TO FORMAT AND HI
T RETURN"; :INPUT H#16:RS

870 HIO 254 .HZ.0,0,"D:% %' :CLOSE #2:G0
TO 708

900 BUF=(TS%125) ! Y=BUF-FRE (@) :K=INT(FR
EL&) 712%5)

910 F=INTC(BUF/FREC(O)) ! Z1-(BUF-FRECB2:
IF Z1YZ THEN Z=Z#1

928 PT=Z:RETURN

RESTORER

FORMATTE

by Kit Lethby
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those resolutions that you promised to keep and

now you can't even remember what they were.
Well I have the answer, all you have to do is to read this
issues Tipster file and that should see you through all
those little resolutions you missed like "I shalt read the
Tipster _forever until my eyeballs burst!”

We have the solution for Yogi Bear and the Greed
Monster and the complete map and helpful tips for Price
of Magik. Tips The Goonies,and a nice map for Crystal
Raider abound so without further ado lets get gaming!

T he New Year has come and gone and so have all

Tobias Jorborn (hi there Tobias, nice to hear from you
again after such a long time) from Stockholm in Sweden
has sent in a couple of nice maps for Crystal Raider and
Price of Magik and all the stuff necessary to clobber the
aforementioned game. | told you that someone would
come up with the answer to my requests and I was
right. (sorry you were a bit slow Starfleet Controller!)

0.K. so you want the tips _for Price of Magil. What's it
worth? You'll stop reading? Okay then if you're going to
play dirty_just look across the page!

QUICKE’S ... QUICK E'S ... QUICK E'S

Speilunking should be a lot easier with this one from Paul
Cole of Ashford as he offers these tips for BOUNTY BOB.
Set the special code to 61800 and hold down the F key and
then press the OPTION key. Start the game, the keys are.

F = BOUNTY BOB FLOATS
Q = NEXT SCREEN

A = BACK A SCREEN

B = ORIGINAL POSITION
7 = RESET SCREEN

Also from Paul is a handy little thingy. If you hold down the T
key on booting up CONAN THE BARBARIAN you
are granted immortality while playing the game.

From Harvey Miller comes this tiperooney for KENNY
DALGLISH'S SOCCER MANAGER. If when you
are watching the graphical highlights of a game you tap the fire
button continuously you can watch the game in slo-mo.

ST Again | bring great joy for all those ST demo freaks out there who just
love finding the cheats and hidden screens in the warlds best 1
demos.
T This issue there is only one, and by crikey its for the best STOS demo
there is. The Retinal Bum Demo is by the Asylum (TFC, Digi Tallis and
I The Bomb Squad) and is available from the Page B library as of this

issLe.
P Okay, 50 1o get 1o the demo you must press help twice when it gives
s you the credits at the beginning and then type in :- OXFCK
Fill in the missing latter if you know what's good for you, and then sit
back and enjoy some beautiful tracking 'n’ dancing sprites.
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 SVARTER THAN THE AVERAGE TIPSIER

To go with the map and hints for Yogi Bear and the Greed Monster in
issue 52 here is the solution thanks 1o Michael Emerson of Nailsea.

To this solution there is a key which must first be explained otherwise it’s
going 1o be impossible o understand.

PE=PICNIC BASKET, S=SWEETS, H=HONEY. M=MONEY, C=CAN
OF POP, T=TOY, B=BUBBLE GUM, K1=KEY1 K2=KEY2 etc.
D1=DOOR 1 D2=DO0OR2 eic., U.D,L.R,=UP, DOWN, LEFT. RIGHT

Solution

GET PB, D, GET S, PUSH LEVER ON LEFT, D TUNNEL, R, u, u,
GETH, R, GETM, L, D,R, GETC, D, GET T, R, GET T AND BLUE
TUBE, D, D, GETTANDM, L, GETT, D, GET T, L, U, GET M, R,
L U R, GETPB,R GETT,LL, L GETT,D,D, GETM (AVOID
KEY 6), R, GET M, R, R, GET S, R, GET M, GET T, U, GET C, U,
GETM,R, GETPB, D, GET S, U,OPEND1, U, L, D, GET T, U, R,
R, GET M, D, CHANNEL TO AVOID FLASHING BALLOON, GET M,
R, D, R, GETM, U, GETT,D,R, D, GET T, AVOID B, R, GET 1o
GETPB, L, GETS, GETKS,L, GETM, R, R, U, L, L, U, L, D, U, =
U, CHANNEL, L, U, L, U, GET M, D, GET S, OPEN D5, GET QUICK
DRAW MCGRAW, U, U,R,D,R, D, R, U, L, GETT, R, U, GETH,
GETT. D.R,U,R, GETT, R GETM R, GETHANDKZ,L, L, D,
GETT.L D,GETH,D R, D, R, U GETT, CPEN D2 AND
RESCUE BOO BOO, GETPB, D, D, L, U, L, LLU,L, D, L, D, D, L,
L.L, GETKS, R, R R, U, U, R, U, R, D, OPEN K& AND RESCUE
SNOOP AND BLABBER, U, U, L, U, L, U, L, GETK3, R, D,R, D, R,
D, R D R DU U GETM U, L GETM R, R GETM,D, GET M,
U, R, D, GETT, L, D, GET M, D, R, OPEN D3. YOU HAVE MNOW
REACHED THE "GREED MONSTER"

GEMS

A few c%ulrrk gems are available from Jan Elliot and Mati hew
Gates of Slade Green and without further ado and with im-
mense pride and pleasure we present you the tips that reach
places ..... [That's enough of that! Ed)

If you put a heavy weight on the CONTROL and the S key in
PREPPIE then it might be slow but most of the time it
disables the timer.

By driving into a skip on your bike in 1D ESPATCH
RIDER it gives you another place to pick up a package.

During the boul against the BRONX BOMBER in FIGH'T
NIGHT, guard yourself well and throw few punches. If you
have more points at the end of round three than him then he
will be knocked out.

In ROGUE instead of pressing T for the map press
OPTION. You can still move about but it is slower.

On level 8 of HENRY'S HOLUSE climb the ladder
between the moving spiders. Keep pressing the space bar to
pause the game until you have stopped it just as it going up.
Push joystick to the left and take off the pause. Run like hell
and take the cross.

If an alien boards your ship in RESCUE ON FRAC-
TALUS and the mother ship is in the area, press B for the
hooster and the craft will swerve about a bit but in time climb
and kill the alien in space.
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PRICE OF MAGIK HINTS

How to get the knucklebone: Take mandrake

How to learn magik: Read scroll

How to find prism: Cut the mirror with the ring

How to read parchment: Cast FLY on yourself

How to get armour: Bury knucklebone, skull and bones with a
shovel

How to get sword: Pull the lever

How to pass werewolf: Carry the wolfsbane

How to be young again: Touch the Red Moon

How to pass slug: Throw salt at it

How to get staff: Cur vine

How to see in darkness: Rub eyebright flowers in vour eves
How to get balls: Take the monkey to the cold store. Search the
snow once the monkey has gone

Secret doors?: In oak panelled corridor and in the study

How to get wheel: Hypnotise the bat

How to get silver mail: Give robes to the Golem

How to kill spider: Cut the web

How to pass Bloodworm: Carry bat

How to pass Gargoyle: Tell it the answer of the riddle (=fear)
How to pass Moonheasts: Wave mirror

How to enter stone room: Cast ESP spell at door, cast BOM at
idol, cast ESP at door, cast HYP at idol, cast ESP again and say
"Idol, apen door"

How to beat Myglar: Cast ZEN, then cast DED

How to get to Stonehenge: Cast BOM at the picture

How to get to other plain: Rub the Talisman

Spells

mapped by
Tobias
Jorborn

Nome Sanity Description Learming Focus
place (object)
DOW 100  Examines if target is magic pendulum  pendulum
MAD 100 Makes target mad table grimoire
SEE 100 Detects secret doors lab feldspar
lens
FIX 91 Cure target tapestry valerian
FIN 91 Turns mail-wearing target silvermail silvermail
info a fish
BOM 81 Brings things to life clock trumpet
KIL 81 Makes target go berserk  wargame axe
DET 71 Detects dangers priest hole  eldars cross
XAM T Examines magik properties prism prism
of target
ZEN 61 Takes you to the mists of parchment mirror
time
SPY &1 S5ee room where target is  statue candle
ESP 51 Look into room in any front door crystal ball
direction
FLY &1 Makes target fly 1 ominous broom
chamber
ZAP 41 Lightning strikes ot target wargame ashes
DED 41 Cancel all spells altar wheel
SAN 31 Makes target sane plagque claw
M 3 Makes target fearful blue box blue box
HYP 21 Hypnotises target inscription  staff

MORE TIPSTER =
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HERE COME
THE GOONIES

As promisad last issua here is the solution to The Goonies from Mick Farley of
Boume in Leicestershire. It isn't backwards because 've written it backwards and its
incomprehensible so its forwards 'm afraid.

Level 1

Move man along 2nd platform and up the ladder. Run left and jump over the chair
and push it right till it is under the ladder. Jump on the chair, climb the |ladder and go
right 1o the printing press. Stand in front of it and it will spit cut money and the bad
lady will collect it. Leave the man by the press and press fire. While the lady is
collecting the monay move the man dawn the |adder and run left and jump at the
water, The fire will go cut and the hole will be revealed, Go down it and press fire.
Just as a piece of money falls from the press, run down quickly to the fireplace.
There should be enough fime to get there but it is vary hard, Go down the fireplace
and run right down the tunnel,

Level 2

RAun past the falling bouldars by pushing against them when they are down. Move
on to the liff and drop down to the bottom of the screen and rum left to a corkscrew
type thing. (This lifts another boulder) Press fire and dodge the boulders. Go down to
the lift and go l=ft onto the barrel. Press right to travel left and stop by the pan
dropping water. Press fire and mave man to the far left on the platform so he is safe
from bats. Press fire and press right, dodge the water falls and jump onto the bank.
Jump onio the mound and travel along the pipe and collect the key. Move bath men
fa opening which has just opened.

Level 3

Go right and go up ladder and mowve 3o that you're not under a gas spitter. Press
fire, move 2nd man to same place as first man. Climb ladder and jump gap and
climb another ladder. Jump into pipe and climb cross. Press fire. Go next to first gas
tap and stand in front of it, Press fire. Go down ladder and climb up half way on the
next ladder. Press fire. Climb up the ladder. Jump left and go down the ladder and
go to the pump. Press fire, climb the ladder and operate pump. The pipe will blow up
and you must go through it.

Level 4
This i= a very hard level. Keep the ball moving, when you jump on strings the cover
on a hole disappears and the stopper at the end of the platform comes up. Let the
ball rall around the top level using the string. Press fire when it is safe and move the

other man down 1o the next level. Press fire, let the ball fall down the hole, Press fira,

keep it ralling around the level while you move the other man 1o the 3rd platform. Let
it fall down the hole and keep it rolling on the 3rd plathorm Gl you get a man to the
very botlom of the screen and push the lever, A bar from the exit disappears. Do this
three times and escape through the holes where the bars wera.

Level S

This level is too unpredictable fo explain accurataly. What you have fo do is move
skulls to the battom right to form a ladder betore they become skull fies, When you
jurmp an benes on the ceiling the ladders disappear of reappear. If you go through
the big skull's mouth you appear at the top right of the screen, through its left eye
you end up al the battom left of the screen and if you are at the top right of the
screen and keep going right you end up alt the right eye. Climb the skull ladder and
go down the tunnel to escape.

Level 6

When blue blobs fall on the coloured notes the platfiorm of the same colour
dizappears. Move to the bottom middle of the sereen, move up a ladder and jump
anto the bone above it. The door disappears, Press fire, move down to the middle
bottom of the screen and go through the doorway. You will appear at the top right of
the screen. Wark your way downwards by the small platforms and go to the bottom
right of the screen, Jump onlo the bone. Press fire, move the man down the ladder
through the open gate and down the screen in the same way as before. Jump on 1o
the small white platform and then onto the bottom right platform.

Level 7

Move both people right and on to the ladder. Move one man up to the top of the
ladder and jump him on to the bars up the other ladder and across the pipes going
left. Jump on to the right pinball springer and keep jumping till you grab onto the
bone which drops a box into the water. Press fire, move the man on the ladder and
push the box until it is under the bane. Jump into the box and jump ento the bone.
This releases the left pinball springer. When you jump on it the octopus goes down
inta the water. Jump out of the pinball bit and jump into the tunnel past the oclopus.
Press fire and move the door man to the same place.

Level B

Go up the big ladder and walk right until you get to the mast. Go down the ladder
and jump an o the string. Press fire, go up the long ladder and down the first open
trapdodr. Go to the ladder and pull the chain. Press fire, go up 2 ladders and down
the short ladder to be by the tall parson. Press fire, go down nexst short ladder and
go across and pull the chain. Press fire go down the ladder and throwgh the open
trap door. Walk right and climb all 3 right ladders. Push chest off the ledge. Ta kil
the lady (when you do this make sure you are the tall parson or she will kill you) go
down to the bettomn of the ship and climb all 3 ladders on the left, and pull the string.
Press fire, go down the open trap door to the chain with the other person on it and
jump on it Press fire, jump off the chain and go up the 3 ladders on the left. Go
across to the mast and go down the ladder so you don't fall down the hale. Press
fire, move up the first 2 ladders on the right. Jump on 1o the sail boom on the mast.
Press fire, move the lever. Prass fire, go onto the deck with the chest on it and move
up to the chest, Press fire, go down the frapdoor and up the 3 ladders on the nght
and move over the chest, You will now get a nice anding piclure because you have
completed The Goonies.

THAT S ALL FOLKS!I!
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HOW TO HANDLE YOUR CHOPPER

Andrew Birmingham [see you don't have to threaten me with a
joystickl) from Cambridge has some tips for the helicopter sim
TOMAHAWK ihat complement those from last issue. He
says that when you start don't take off, raise your thrust and
collective but stay on the ground. Put your weapons on the
tracking "square” and use your rudder to turn through 360 a few
times and watch for enemy tanks and choppers on it. When it
locks on get it in your sights and now take off and hover a couple
of feet off the deck and fire, Now land and fly around around on
the ground by pushing forwards on the joystick and by using the
rudder to steer yoursell. When you find another enemy fly up to it
hover and shoot, you can hover in front of an enemy tank and it
won't shoot back!

That wraps up this issue apart from the help that people need
before they start gnawing their own arms and legs off over a
game that vou have completed. Do the right thing send ‘em in
(letters that is, not arms and legs).

Sherman Hill of Burton-on-Trent asks the question "When is
the Atari ST version of Zeppelin's megamighty game
ZYBEX to be converted?” Well as far as [ know they were
never going to do a conversion but you could change their
minds if all you ST'ers (that includes me as well) bombard
them with letters asking them to do a conversion (Zeppelin are
going to love me for that onel)

In answer to David Hurst plea for help with SPELL-
BOUND all | have to say is look at issue 42 for the solution.

Su Tutcher of Stanford-Le-Hope wants to know if there is a
way to skip levels in Drelbs, [ don't know but one of you lot
does!

THE HULK and STARCROSS are proving prob-
lems for Robert Reid. He can only go into two rooms in The
Hulk and gets killed if he goes outside and in Starcross he can
only get to 3 rooms. Come on get moving you lot!

All that is left for me to do now is to hope that you had a
Merry Christmas and that you have a happy and prosperous
New Year.

Oh no it's that address again!!!!

THE TIPSTER
NEW ATARI USER
P.O. BOX 54
STAFFORD
ST16 1DR



AL/XE GAMES

- OKAY, SHOOT!

Robert Patrice felt there
was not much software in
his native France so he
decided to shoot his Atari!

friends of mine asked me about the same thing on the

XL/XE. After searching for a good while I succeeded in
obtaining a light gun and software and have now tested all the
programs available. I have decided to write this article to
answer fquestions about this product, the most frequent one
being ‘Is it worth buying?'. (For those of vou who want to Know
my opinion without reading all the software appreciations. go
directly to the conclusion!).

BANG, BANG!

I will begin with the light gun package. Well, well. well. this
box contains a grey light gun with cable and the "BUG HUNT"
cartridge. The light gun has a very modern form and is rela-
tively precise, but the Bug Hunt program is awful and unplay-
able. 5o, forget this game. Yes, [ know. It's a bad beginning,
but don't cry, because here comes the greatest!

Have you ever heard of CROSSBOW? You probably
knew the arcade version who appeared in 1983 under the
Exidy label and discovered the VC5 version adapted in 1987.
But did you see the 8-Bit version? Probably not, but let me
explain how great this game is, | didn't even know that this
game existed until I saw the title in the B & C Computervision
catalog, so I ordered it from the States and got it some months
ago. The XL version has the Atari copyright since 1988 under
the Exidy trademark.

Imagine a game on cartridge with 8 action screens plus the
map screen plus one beautiful presentation screen. That's 10
screens in 16K And what screens!! Each is full of colours and
sprites at which you can shoot. The aim of the game is to
escort your [riends into the danger zones where loathsome
creatures try to kill thern. The 8 danger zones are respectively:
the DESERT full of scorpions, vultures, snakes, rabbits and
ants; the CAVERNS with bats, stalactites falling from the wall,
ghosts; the VOLCANO and his burning rocks and lava; the
JUNGLE with monkeys throwing coconuts as well as voracious
plants; the VILLAGE which has the most important quantity of
enemies with ghosts, wolves, the evil master and people
appearing at windows and shooting at your friends: the RIVER
with bouncing boulders, pterodactyls, spies, fishes, alligators,
frogs and birds; the DRAWBRIDGE in which you must avoid
the archers’ arrows, the pterodactyls, the alligators and open
the drawbridge and the CASTLE HALL which is the final scene
where you must avoid the dragon’s fire breath as well as
arrows {lying from the walls,

As you may now have understood, this game is really great
and although one of the rarer pieces of software for your 8-bit,

a fter Nintendo and Sega released their light gun, some

it is perhaps one of the greatest games ever!

BARNYARD BLASTER i=n't so rare but is the
second best game for the light gun. This title has been desig-
ned by K-Byte for our B-bits and has been available since 1987
on cartridge under the Atarl trademark. The action takes place
in a farm and you have to shoot critters, bottles and varmits as
well as vegetables. This game is addictive and funny as you
have to shoot fixed bottles on a fence, then moving bottles
thrown by a farmer, vegetables in the field, and many animals
in the barn. So, that's about 4 action screens. Animation and
colours are well realised.

CRIME BUSTER is another kind of action as you are
a detective and have to kill gangsters. In the firsi screen, you
are in a car on the road and are overtaken by other vehicles.
Some of them are driven by gangsters who shoot at you, so you
have to destroy them by firing on directional arrows in the low
part of the screen indicating the direction of your shooting
bullets. Then you arrive in a quarter full of gangsters on which
vou must fire, but you have 12 sections in the city to clean
before ending your mission. It's not a great game as you have
to be very precise in the first screen when shooting on arrows,
but it is an Atari trademark game and has many screens and
each quarter is different.

SHOOTING DISKS

Well, we have now seen all the cartridges available for the
light gun, so let’s have a look at game disks.

LIGHT GUN BLASTER is the only public domain
game using the light gun. It was first published in the Febru-
ary 1988 issue of ‘Atari User' and is now available in the Page
6 PD library on the Pedrokko disk. All you have to do in this
game is to shoot the most common coloured squares among
other coloured squares. Pedrokko has redesigned the game by
including a gun sound FX created with Parrot Il and, as he
says, the ‘Dirty Harry's 44 Magnuny'.

The latest game 1 have tested for the light gun comes from
Italy and is called GANGSTER VILLE from a software
house called Lindasoft. This game has been written in Basic in
1988. The aim of the game as you may have guessed from the
title is to Kill gangsters located in different places. Among the
screens [ have seen, the action takes place in an hotel, bank,
house covered by snow, casino, post and so on, but | haven't
been any further because they got me before!!

CONCLUSION

If you can put your hand on a light gun package, do not
hesitate, especially if you can have CROSSBOW and
BARNYARD BLASTER, which will boost the value
of the package!! As you have probably understood, the light
gun alone is not worth having but the light gun with the two
above cartridges Is really a great deal which will bring you
hours of fun and entertainment. If vou can try all these three
elements, you will understand what I mean!!
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lan Finlayson’s

TUTORIAL

T I NAKE

USING
RANDOM
NUMBERS

y subject for this article is random numbers. It is
guite short and not too difficult. but like many sub-

jects that seem straightforward it is possible to get in

a muddle if you do not understand the basic principles. For

convenience [ will use the term "random number” throughout

this article, but what I am really talking about are "pseudo-

random” numbers. Mathematiclans are very fussy about true

random numbers and the generation of such numbers is a

science in its own right, but for us the numbers generated by
the Basic "RND" operator should suffice - unless you want to
create a set of random numbers for a premium bond draw or

some such project and then you will either have to study the
matter in great depth or pay for a set of random numbers to
suit your purpose.

THE RND OPERATOR

Atari BASIC gives us a random number generator in the RND

operator. The operator has to have a dummy variable with it

which is usually set to zero, though any number will do, so the

expression to use is RND{0). This returns a random number
between zero and one which is never equal to one. Thus it is

quite easy to make a whole list of random numbers between 0
and 1 each with nine decimal places. Try typing ?RND(0) and

see what happens - you will get results like:
0.390884399 and 0.657516479 and 0.189633178

This is not very practical, so I will go on to show how to get a

random number in the range 1 to 10. First multiply by the
required range of numbers in the series (in this case 10):

RND({0)*10 - this gives a random number with 8 decimal places

in the range 0 to 10 (but never quite equal to 10).
Mext turn it into an integer: INT[RND{0)*10) - this truncates

the number deleting everything after the decimal point, so we

now have random whole numbers in the range 0 to 9.
Finally add one and the result - INT(RND(O)*10)+1 - gives

random whole numbers in the range 1 to 10. The same ex-

pression can be used for any range of whole numbers by

replacing 1 with the starting number and 10 with the range of

numbers you wish to generate.
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PICKING NUMBERS
FROM A SERIES

Now we know how to pick a single number randomly from a
predetermined range of integers, but often we need to pick a
series of random numbers without repeating any, as you
would if you wanted to call the numbers for a game of Bingo.
Each number can be selected using the technique shown
above, but it must then be checked in some way to ensure it
has not come up before. If it has already been picked it must
be rejected.

One way of ensuring that a number is not chosen twice is to
set a flag to indicate when it is chosen the first time. If we look
at a series of 100 numbers (1 to 100) we can set up a series of
variables FLAG(1) to FLAG(100) to show when each number is
chosen. The variable must be initialised to zero at the start of
the program to show the number is available and must then be
changed to one if the number is chosen. Look at Listing 1. 1
will not explain it line by line, but it does exactly what I have
described above and generates a set of numbers in the range 1
to 100 in a random order, using each number only once. Run
this program and you will see the problem with this method. It
starts choosing numbers very quickly but slows down as it
goes on. This is caused by the numbers being "used up” so
that the random number generator is more and more likely to
choose a number that has been used before. When it gets
towards the end, let us say when ninety numbers have been
chosen, there is a 90% chance of choosing a number that has
been used already so the program has to loop several times
before it finds a number from the unused ten remaining. This
situation gets worse as we approach the last number in the
series.

There is, fortunately, a way to get away from this problem and
that is to remove numbers which have been chosen and thus
reduce the range of numbers from which the next selection will
be made. This means we are always selecting a number from a
range of numbers which is equal in size to the numbers left.
Listing two shows a way of doing this. Again it is written for a
set of 100 numbers. What [ have done is as follows:

Lines 10 and 20 - make a set of numbers from 1 to 100 in the
variables NUM(1) to NUM{100) and set the variable RANGE to
an initial value of 100.

Line 30 - generates a random number PLACE between 1 and
RANGE.

Line 40 - prints to the screen the number stored in the
variable NUM(PLACE).

Line 50 - If PLACE is the last position in the range forget it
and jump to line 70 where RANGE is reduced by one.

Lines 60 and 70 - If the chosen number is not the last in the
range it is replaced by the last number in the range and then
RANGE is reduced by one. To explain that another way, the
last number is moved to replace the number just used and
then the last place in the range is deleted.




WO 1 R M s o o Db oot ME-BE- o
CR 2 REM * TUTORIAL SUBROUTIMES »
FBE 4 REM ¥ RANDDM NUMBERS 1 »
HU 5 REM #* by *
CD &8 REM ¥ Ian Finlayson *
D 7 REM S mmmmaa e e e e o e e e v e »
GE 8 REM ¥ NMEW aTARI UWSER - FEB 1992 %

HH 9 REM e p e oo oo oo

HJ 18 DPIM FLAGCL88) :FOR NUM=1 TO 188:FLAG
CHNUM) =@ : HNEXT NUM

HP 28 FOR COUNT=1 TO 188

¥YG I8 NUM=INTC(RNDCL)¥iBa+1)

YW 48 IF FLAGINUMI {38 THEN X8

PI 58 FLAGINUMI=1

LE 68 7 NUM

UC 78 MEXT COUNT

WO 1 BE M e R b RS N W B B B
CR 2 REM * TUTDORIAL SUBROUTIMNES »
GE 4 REM * RANDDM NUMBERS 2 E 3
HU 5 REM % by E ]
CO &6 REM * Ian Finlayson *
O0G 7 REM ¥——————mmm e e »
GE @ REM  NEW ATARI USER - FEB 1992 »*

HE 7 REM e e e oo ef- - 3ok - oo

HG 18 DIM NUMC188)

UL 20 FOR COUNT=1 TO 180:NUMCCOUMTI=COUMNT
INEKT COUNT:RANGE=188

I35 30 PLACE=INT(RND (8)®*RANGE) +1

EX 48 7 NUMCPLACE)

HT S8 IF PLACE=RAMGE THEN 7@

JB 68 WUMIPLACE) =NUMIRAMNGE)

ZH 78 RANGE=RANGE-1

BEM &8 IF RAMNGE=8 THEN END

5I 98 GOTO 36

Line 80 - checks to see if all numbers have gone and if so end.

Line 90 - jumps back to line 30 to find the next number.

If you run this program and compare the time it takes to the
previous one you will see that it is nearly twice as fast. If you
then change the overall range to a thousand in each case and
time them again you will see the real strength of the second
method. [t is much faster. With this method the time the
program takes to execute is approximately proportional to the
range of numbers being processed (ten times as many num-
bers take ten times as long) while with the first method the
execution time gets very long with quite small increases in
range.

I hope I have made the use of the RND operator a little
clearer. The second listing should be very easy to change to
meet specific requirements in your own programimes,

Finally | must end with an apology. I am certain that [ have
lost some mail that was awaiting action and I think there may
have been one or two letters from you amongst it. If you have
written to me with a query and have been waiting more than a
month for a reply please do not continue to suffer in silence.
Write again and 1 will reply. The address is still as follows:

Ian Finlayson, 60 Roundstone Crescent,
East Preston, West Sussex, BN16 1DQ
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3 COMPLETED, BOMUS ©

by Chris Guise

A thought provoking challenge
that tests your wits in completing
a pipeline as time runs out

The object of Pipeline is to complete a pipe from one side of the
screen to the other within a set time limit. You have certain
sactions of the pipe in place and you must 'figure out the course
of the pipeline by using various angles and straights available.
Sounds simple but when the time ticks away and the design is
complex you will begin tearing your hair out!

The program itself contains full instructions on how to play but
there is cheat mode which will give you infinite time - it's up to
you to discover how to activate it!

PIPELINE is the BONUS on this lssue's disk which also contains
all of the programs from this issue ready to run - no fedious
typing! Disk subscribers will have received their disk with this
issue but you can purchase the disk separately for just £2.95!
Order from PAGE 6, P.0. BOX 54, STAFFORD, ST16 1DR.
Send a chegue or P.O. or order by telephone using your credit

card - telephone 0785 213928

NOTE FOR 400/800 USERS: The intro screen on the
issue disk does not run on these machines. As the disk boots
a jumble will appear on screen, just press START and you will
go straight to the menu. You can replace the AUTORUN.SYS
file on the disk with one of your own to run the menu if you wish,
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TALESOFADVENTURE

as

ZLORK I

ow that you have triumphed over all the trials
and tribulations of Zork 11, after a short well-
earned rest, you will want to send your adven-
turing ego, once again defenceless and unpre
pared, into the unknown realms of Zork II1

On power-up you will find yourself at the bottom of an
endless stair, with the ‘ole faithful brass lantern at your feet.
You were at the top of this same stairway when you completed
Zork II. You soon find a sword, but unfortunately, it is embed-
ded in a large stone and despite all your efforts you cannot
wrench it free. So feeling very wary and rather timid your

adventurer begins its wanderings around the unmapped caves.
I lost, wandering adventurer to a full blooded Dungeon
Master and Enchanter. Not that you will be any the
less lost when, or if, you start the next game, Enchanter. Some
people are just gluttons for punishment!

So in Zork III you need to gather all the accoutrements of a
Dungeon Master, a staff, an ancient book, a strange key, a
hood and cloak, an amulet and a ring. Once you have all these,
the old Dungeon Master - who wishes for nothing else but his
retirement - will let vou through the dungeon door to solve one
last puzzle in order to complete the game, your reward is to

become the new Dungeon Master and custodian of the
Dungeons of Zork. He then flies off to Santa Ponza, for a long

he completion of Zork I1I will see you graduate from a

t get hﬁughbummm =-DRO WSH TIW MAE BKC OLE

't get the chest :-TIA WDN AEP ORO TTS EHC EIT TIA WDN

lEGnELOTEPﬂHEIIIH:

Can't get back up the cliff :-NIA GAT IAW DNA EPO RTEG P
UDE LLU PNE EBS AHT SEH CEH TRE TFA

What do you say to the viking :- RO LIA SOL LEH

Can't get hood and cloak :- D OOH EVO MER- HGU ONE KAE
W31 EHN EHW, FFO MIH HSI NIF TON ODT UBD ROW SHT IWN
AMLL IKE PYT

6. Can't find secret door :-DAE REM IHE VIG NA MDL OPU EKA 'W

7. Can't get the jewels :-677 OTLA IDTE SDN AMO ORL EWE JEH
TOT ENI HCA MDL OGE HTH SUP

8 Can’t get back :-8490 TLA IDT ESEN IHC AMD LOG FOT AES R
EDN UGN IRE DIH M UES UMO TOG Y AWA OGS DRA UGL LIT
NUT 1AW

8. What does the mirror do :- S NEP ORO RRI MMO ORN OTT UBN
INO TTU BSS ERP

10. How do you move the mirror =T SEW OGN EHT HTR ONS TNI
OF WOR RAL LIT UNL ENA PDE RHS UPE LOP TRO HST FIL

11.How do you get past the guardians :-LAI VEH TFO STN ETN
OCE HTW OLL AWS

12. How do you get the torch across the lake :-DIL ESO LCD NAT
SEH CYT PME EHT NIT ITU P

13. Whats the final solution :-HTU 0S0 GDN AYE KEGN ART SHT
IWR OOD EZN ORB KCO LNU NOT TUB SSE RP.M .DLL ET 10
TLA IDT ES.M .DLL ET ROO DLL ECE SOL C.LL ECO TNI OG'N
OTT OBS SER P".M.D LLE T ‘ERE H YA TS'R ETS AMN DEG
NUD LLE T 40T LAIDTE S

14. Can't find the amulet :-DNA SEH TMI YNI HSG NIH TEM OSE
ESL LIW UOY EKA LEH TFO MOT TOB EHT TAT SEH CEV EIR
TER OTE VID UQY NEH W

l'.l-

1. Can
2
3
4,
5.
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and overdue vacation in the flesh-pots of Spain, leaving you in
charge of the dungeons for eternity, or at least until you find
another sucker to take-over the tedious job!

But first, you need to obtain the six items required and to find
the way to the Dungeon Masters door. This is concealed
behind a secret entrance which will only reveal itself by an act
of charity to an old tired man. He appears sound asleep in fact,
and he wakes up feeling rather hungry.

in Zork III than in the previous two games. You've met

the annoying but useful thief in Zork I, the totally
irritating Wizard, the inscrutable Gnome of Zurich and the
elusive Princess in Zork II. Here you will have to contend with
at least five characters, and dodge some irate guards. The first
person you meet does not appear, initially, to be very trustwor-
thy. but you will discover that you have to trust him with your
life as well as your newly found treasure, You need his help to
get the chest and yourself up the cliff, he then opens the chest
-which you can’t do - takes the contents - which vou don't like
- and leaves you a staff - which you do like!

A walk along the shores of the Flathead Ocean, will not only
give you a breath of invigorating fresh air, but may reward you
with the sight of an ancient Viking Ship, and an equally
ancient Viking sailor hailing you, give a gay greeting in reply
and you might goad him into throwing something at you.
B hooded stranger (THE hood and cloak perhaps). Now,

amazingly as if by magic, the unattainable sword zaps
itself into your hand and you lunge into a battle to the death,
but control your lust for blood, a fight is necessary but to win
this one you mustn't be too violent.

The amulet and key you find south of the creepy crawl if, after
a dip in the lake, you go down into a dark place where Grues
abound. You need more than the old lantern, and the solution
to this lies on the west shore of the lake. The problem is - how
to swim the Lake whilst holding a flaming torch, without
getting it wet and dousing its light. The answer may be in
something you thought was useless after it had been emptied.

Y ou will find that there are more characters to deal with

ack in the land of shadow you will be confronted by a

things destroys the Aqueduct and also opens a passage

beside the great door which leads into the museum. In
the museum is the Royal Puzzle, which is my favourite puzzle
and solving it rewards you with the ancient book. Remember
the marble walls are solid and the sandstone walls can be
pushed. You have to push the blocks of sandstone around to
find one that has the ancient book hidden under it, then you
have to find your way out. You came in via a hole in the ceiling
and you cannot get out that way, or can you? You notice that
two of the blocks have a ladder attached to one side. But is it
possible to manoeuvre a ladder under the hole? Remember
that to move a block south you have to get around to the north
side of it and push. Two immovable hlocks of marble sit in the
middle of the puzzle, to make it that bit harder! There i= an

Y ou will experience an earthquake, which amongst other



easy way out but the price is the
ancient book and you can't
afford that. So you will have to
persevere and find out how to do
it the hard way.

Back in the museum you find
the Crown Jewels (would a ring
possibly be part of the Crown
Jewels - seems likely) amply pro-
tected by a steel cage. In the
Museum of Technology you find,
amongst other things, a weird
golden machine. The ring you
need, but the cage is impenetr-
able. Wouldn't it be nice if you
could travel back in time. to be-
fore the cage was built? The
cage, apparently, was built to
protect the jewels after a das-
tardly attempted robbery - |
wonder who that was!

ow you have all six items
and if you have been
kind to that old man you

should know the way to the
Dungeon Masters door, That is if
you can get past the beam trap
and the mirror trap and worst of
all the guardians!! You would
really have to be invisible to get
past them!

Here you are at last wearing the
hooded cloak, a large flashy ring
on your finger, a strange amulet
around your neck. with an
ancient book tucked under your
elbow, clutching an old key and
leaning heavily (for your adven-

turer is pretty knackered by now) on a staff, kmocking on the
Dungeon Masters door. He opens a wee peephole in the door
and scrutinizes you to make sure that you fulfil all the require
ments. If satisfied he will then open the door and let you in to

sntranos hole
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face the final challenge. He is perfectly willing to help you as he

is keen Lo be off on his cheap-rate holiday to Spain but beware,

a mistake here can send you into a terrible flery pit and vet

another untimely and painful death.

gain [ have included some coded clues. The code is
simple - just read the clues backwards and hopefully

they will help vou if vou are stuck. The intention of the

coding is to deter you from reading all the clues at once and

thus, perhaps, spoiling your enjoyment of an excellent game.
Have a great adventure within the world of Zork III. Next time,
perhaps, I will tell you about the fumblings and stumblings of

an inexperienced Enchanter.

by

Linda Naysmith
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some mental arithmetic problems to solve. If this pros-

pect sounds too awiul to contemplate you can always
change the questions, which are stored as DATA statements
from LINE 5010 onwards. The existing questions are mainly
sultable for ages 11 upwards,

K eymatics is a fairly short program which gives you

USING THE PROGRAM

When you run the program you will see 25 brown doors,
arranged in 5 rows and 5 columns, on a Graphics 1 screen.
You move an arrow around the screen with a joystick. If you
push against a door and press fire, a figure 1, 2 or 3 appears
in place of the door:- This tells you the number of questions
you must answer correctly in order to "win" the space. The
maths problems appear in the lower part of the screen. To
answer a question just type a number (no letters) and press
return. If you are right the computer will either go on to the
next question or put a gold key on the screen where the door
was. The space is blanked out if you give a wrong answer. You
can go on and select a new door provided you have a green key
to open it: You are given 10 of these to start and you need one
for each door. The top row of the screen shows how many are
left at any stage. The game ends when vou get a row or column
of 5 gold keys (you win) or when you run out of green keys (you
lose).

PROGRAMMING DETAILS

Screen Display: LINE 2010 alters the Graphics 1 display list
instructions to put 4 Graphics 0 lines on the screen. This is
done by putting in 2s (the Graphics 0 text instruetion) instead
of 6s (the Graphics 1 text instruction) in certain display list
memoty locations. The questions are then poked onto this part
of the screen using the subroutine beginning at LINE 400, This
leaves the text window free for printing the player's answer
plus the right /wrong message. It also means that fairly long
maths problems can be used without cluttering up the screen
and that long questions and answers can appear on the screen
at the same time.

Arrow Graphic: The 4 arrow positions (i.e. facing East, South.
West and North) are defined as user graphics using the char-
acters () * and + . These appear consecutively in memeory and
are represented by CHR$(40) to CHR$(43). LINE 2160 defines
a variable "G" as being equal to 1 (for East), 2 (for South), 3 (for
West) or 4 (for North) depending on the direction in which the

joystick is pushed. The arrow printing routine then prints one

of the characters - CHR$ 40, 41, 42 or 43 - according to the
value of G [viz. 7 #6;CHRS(39+G]].

Number of Questions: The number of questions per door is
determined by the variable NN in LINES 2240-50: NN is initial-

ly set at 1 but may increase to 2 or 3 depending on the value of
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the random number "R" generated in LINE 2240. To stop a
really unlucky person getting loads of questions, a limit of 5
each is put on the 3s and 2s. This means that the maximum
possible number of questions per game is 25 (5 X 3 plus 5 X
2): this is why the DATA list has 25 problems in all.

Changing the Questions: The maximum number of questions
(NQ) and question length (LQ) are set up in LINE 30 and the
questions and answers are stored from LINE 5010 onwards.
The present listing allows for numeric answers only. If you
warnt the program to accept string answers instead you’ll need
to DIMension two new strings - one for the answers and one
for the user input - at the start of the program. You'll also need l
to change the references to "ANS" and "TRY" in the question
asking routine at LINE 2300. For instance, if yvour new strings l
are ANSS (for question answer) and TRYS (for player answer)
just change "TRY" to TRYS$ and "ANS" to ANSS in LINES 2310
to 2340 and leave out the STRS( ) in LINE 2340.

Detecting Wins: The doors are located on the screen at rows
1. 3, 5. 7 and 9 and at columns 4, 6, 8, 10 and 12 (set up in
LINE 2020). Two numeric arrays - C [for column] and R (for
row] are used to keep track of the score. The variables X2 and
Y2, determined by the joystick movement routine, are the
column and row co-ordinates of the "current” door. LINE 2280
adds 1 to the X2 and Y2 arrays when a door's questions have
been answered correctly; a value of 5 in an array means that a
line of 5 doors has been won and then the win message (LINE
2600] is called up.

That's about it - [ hope that you enjoy using KEYMATICS and
also that the above account of how the program works might
be of help if you wish to use some of the routines in programs
of your owr.
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REM * NEW ATARI USER - FEB/MAR 92

Y o I aEan
8 REM

29 REH
380 NO=Z5:L0=100:HN2-8:NI-O:RI-O:HR=-B:K=
18:G=1:PK-400:A5K=2I00

58 DPIM G5CLO) ,SCSILOY ,BLSCLAY ,M5C34) ,F
(NQ) ,A5CL1) ,,CE9) ,RE12)

69 BLSCLI=" ":BLECLOI=" ":BLSCZI=ELS M
$=BL%:FOR HN=0 TO 9:CINI=B:RINI=-O:NEXT
H:FOR N=10 TO 12:RCN)I=B:NEXKT N

8 GOTO 1866

399 REM >> POKE THIMGS TO SCREEN

408 FOR W=1 TO LEN(SCS) :POKE SC+SCL+H,
ASCISCHIM, HI ) —Z2XCASCESCS CH, H2 2 {96]
418 IF 5C1=345 THEN S0UMD 8,P,18,12:F0
R D=1 TD ZI0:HNEHT D:50UND B.0,8,8

428 MEHT HW:RETURM

MM {d M TLITLE SCREENW 1086 — 1138
1000 GRAPHICS B8:DL=-PEEKI[S60)+Z56PEEK (
S561) :POKE DL+6,6:POKE DL+7,7:POKE DL+Z
6,6

1016 POKE 702,1IB:POKE 709,14:POKE 710
+144:POKE 711,26:POKE 712,144:POKE 82,
B:POKE 83,.39:POKE 752.1

1815 FOR WN=58 TODO B8 STEP -1:S50UND B,N.1
B,10:HEXT WN:POKE i6.64:POKE S53I774,64
18Z0 POSITION 15,8:7 "Presenting":POSI
TIOW ZZ2,4:7 “"h # ym a t i c 5;% ;2
i@3d * " There are mental arithmetic
uestions hidden behind the doors on t
he screen."™

1835 7 "You get 18 keys and you need o
ne to openeach door. Pick a door with
TtThe joystick®';

1048 7 "and press fire to open it. You
win the door by correctly answering
the number"

1245 7 "of questions shown for it. Jus
t type an answer and press RETURN. The
objective"

1858 ? '"";js to get a row or column of S
gold keysand vou get one for each doo

r Yyou win."

1 REM e - o N oo - - e - -
2 REM % KEYMATICS *
I REM % : by »
4 REM * ann 0°'bPriscoll *
5 REM # ——=—=———-- e mmmm—— e ———— 3
6

7

1855 7 "You lose a door if you answer

a questionwrongly 5o be careful '";pPOSI
TION 6,19:7 "Hait a bit..."

1868 NB=15Z:POKE 18G6,NMB-1:RAMB-NB¥Z56

1888 RESTORE 4088:FOR M=1 TO I4:REal M
C:M5CH, N} =CHRS {MC) : NEHT MN:M=USR(ADR (M5
} ,RAaMB]2

18?0 FOR N=1i TOD IHB:READ DTA:POKE RAME
+16-1+N,DTA:POSITION Z8,19:7 INTC(E8—N-S
5™ "I THEXT N

1825 FOR MZ=25 TO 7H8:READ DTA:POEKE RaM
B+48-1L+N,DTA:POSITION 28,19:7 INT(3-N/
B) ;™ "::NHMEKT M

1188 POSITION 6,19:7 BLS(Z25) :POSITION

0,28:7 "PUsSH CRK¥FEI TO BEGIN':PE-PEEK (7
113

KEYMATICS

1|
TI
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Fu

TT
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HH
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Zo
EY

1118 IF PEEK(53279)=6 THEN Z0O08

1170 POKE 711 ,PEEKC(711)-2:IF PEEK(711)

{4 THEN POKE 711,255 3

1138 FOR D=1 TO 12:MEXT D:GOTO L1110

1999 REM -- HTLEEEITEE IR

2008 GRAPHICS 1:POKE 756,RAMBS256:POKE
752, 1:DL=PEEK (560} +256¥PEEK{S61) :5C=P

EEK(88)+256%PEEK (872])

2018 POKE 82 ,0:POKE 63,39:POKE 708,170
iPOKE 789,25Z:POKE 710,0:POKE 711,38:F

OR N=28 TO 2Z:POKE DL+N,Z:HEHT MW

20280 FOR N=1 TO0 9 STEP Z2:FOR M=4 TO 12Z
STEP Z:COLOR 130:PLOT MN,HM:HNEKT M:NERT
M:FOR N=8 TO 19 STEP 2

ZB3I8 POSITION N,0:7 HE;CHRSCIS) :NEKT N
:FOR N=8 TD 19:POSITION N,2:7 BGE:CHRS(
41 :'POSITION N,14:7 H6;CHRS (4] ;

2848 POSITION M,23:7 H6;CHRS (43 ; :NENT

M:POKE 16,64:POKE SZI774.64

2050 POSITION 12,8:? HE;"RIGHT ©":PO5
ITION 412,9:7 #6;"HWRONG 6" :POSITION 18
,18:17 HE; VS5 POSITION 15,14:7 HE:"0"
2060 HZ-D:YZ=4:F0OR M=1 TO WO:FI{NI-&:ME
KT N:POKE 764,255:G0T0 2280

2149 REM —— YL
2158 IF K=9f THEMN Z610

2155 S=STICKC(8) :(IF 5=15% THEN Z15%

2168 G=i%{5>4 AND SC{BY#+ZH(S5=LID+IN(52E
AND S{1Z)+4%(5=14)

2165 HZ-HZ+(5=7 AND H2{18)-(5=11 AND K
ZFO) (¥Z=¥2+(5=13 AND YZ<{13)-(5=14 aMD
YZ>X)

2170 POSITION H1,¥1:? ®6;BLS(LA)

2280 LOCATE HZ,.¥2,C

2218 IF C4{}13I0 AND C<>3 THEN POSITION
HZ,¥2:7 HE;CHRS(IF+GI i KISHZ 1 Y1=Y2Z:GOTO
Z150

F7F0 SOUMD 6,150,18,16:FOR D=1 TO S8:N
EXT D:SOUND 8,0,08,8

2230 IF C=3 OR CC=138 AND STRIG(OI=1)
THEN HZ=-K1:YZ=¥Y1:GOTD 2288

2248 K=K-1:POSITION K%Z,0:7 H6;BLSC(LO)
IR=RNDEB) :NN=1:IF RXB.7 OND N3I<{5 THEM
MEI=MI+1:NN=Z:G0TO 2260

2258 IF R<O.4 AND N2Z<5S THEN MNZ=NZ+1:MHM
=%

2260 POSITION KZ,.YZ:7 ®6;CHRS (48+MN) P
OSITION Hi,¥1:7 HGE;CHRS (394G}

2270 FOR V=15 TO @ STEP —-1:50UND 8,32,
19,U:S0UND 1,27,10,V:S0UND 2,.20,18,V:5
OUNMD X,43,10.V

2275 FOR D=1 TO 18:NEXT D:WEHT U:FOR N
=1 TO WN:GOSUB aASK:IF P=88 THEM POP :G
OTO ZZ98

22808 MEMT W:POSITION K2,¥2:7 B6;CHRS(3
FIiCIHZISCER2I 41 :RIV2I=RIY2Z)+1:IF CIKZ)
=S DR R(YZ)=5 THEN 2600

ZZ98 FOR WN=30 TO 18 STEP —1:S50UND &, P=
Z2,18,18:NEXKT M:50UND 8,8,8,0:G0T0 Z150
2299 REM --
2300 O-INT CCRND (BI¥NQ)+13:IF FEna<>»@ T
HEW 23XI88

e
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2318 FIQI=-L1L:RESTORE 5000+ C10%0Q) ;READ @

', ANS ! SCS-AS :SCSILERCSCSY #13=" 7' :15C1c=

£99:G05UE PK:MS=BLS

Z3Z0 TRAP Z2408:7 CHRS5C(125) ;"YOUR ANSME

R: ";:INPUT H16:TRY

2338 IF TRY=ANS THEN P=28:MS="CORRECT!
"IRIZRI+1:POSITION Z@-LENMC(STRSCRI)) .G
:? HE;RI:GOTO 2I50

2340 P=80:MS5="NO, IT'S ":MSCILENIMS] +1)

=5TRS CANS)

2345 HR=HR+1:POSITION 206-LENISTRS (MR
L3917 16 HR

2350 POSITION Z0-LENISTRSERIFHRID  11:7
16 ; RI +MHR

2360 M5C(15)="PRESS MEFL{IA'"':50UND B.P.1
B,12:7 "U:MSE:FOR D=1 TO 99:MEHT P:350U
ND B,0,6,0

Z370 IF STRIGCA) {>@ THEM Z3IVe

2380 7 CHR$C(1Z5);:5C5=BLS:5C1=229:G05U
B PK:AS=CHRS (4B+MN-N) :IF P88 THEN AS5=
2398 POSITION H2Z,¥2:7 HE;AS:RETURN

2399 REM —-- INPUT ERROR TRAP ——

2468 ? CHRS(253):CHRS(125) ;"NUMBERS ON

LY PLEASE!'":FOR D=1 TO 999:MEKT D:GOTOD
z23ze

2599 REM -- EEEEGDIE 2680 2670
2608 SCS5="CONGRATULATIONS! YOU'UE HOMN!
Hrp=6B:GO0TO 2628

2618 SC5="S50RRY - YOU HAVE WO KEYS LEF
TIi":P=Z280

2628 SC1=345:GO0S5UB PK:1? CHRSC(125) :POKE
657,11:7 "#4PLAY AGAINT? Y/ N":POKE 76
4,255

2630 POSITION 4,23:7 H6:;" game over i

FOR D=1 TO SO:MENT D:POSITION S5,23:7 #®

6:BLSC9ZY:FOR b=1 TO S8:NEHT D

2650 IF PEEK(764) <)>35 AND PEEK (764 {>4

I THEMN ZG63I@

Z660 IF PEEK(7643=4Z THEN RLUN

2678 GRAPHICS @:POKE #2,2:POKE 752,8:P

OKE 764, 255:EMD

I399 REM HMAC

4880 DATA 104,104,133 ,.207,104,133,7086,
169,0,133,204,169,224,133,205,162,4,16

6,0,177

4818 DATA 204,145 ,206,136,208,249,238,
205,236,287 ,202,208,242,96

4819 REM

4640 DATA 126,199,745,229,239,255,239,

255

4858 DaTA 0,2,5,253,69,229,162,0

4068 DaTa @.8,0,255,255,0,08,0

4078 DATA B,24,785,254,255,254,28,24

4888 DaTh 56,56,56,254,254,124,56,16

4098 DATA 24,56,127,255,127,56,24,0

4198 DATA B,28,62,127,127.28,28,28

5008 REM

5818 DATA 200 BOYS STARTED THE RACE. I

F 5% GAVE UPBEFORE THE END HOMW MANY BO

¥5S FINISHED,196

5820 DATA IM & CLASS OF 486 GIRLS 9%8¥% G

0T THE SUM RIGHT. HOH MANY GIRLS GOT

IT WROMG, 4

HD

YC

GL

KP

D

Id

F5

PY

oM

ZE

H5

5Y

CF

HY

JR

Pa

or

HR

oT

aM

e

CF

HY

S8I0 DATA B8X OF THE CLASS DOM'T LIKE
RICE. IF 6 PUPILS DO LIKE IT HOM MANY
CHILBREN ARE IN THE CLASS,38

5040 DATA JOE HAS I TIMES aS MaNy BOOK

5 H5 ANM. IFTHEY HaVE Z6 BETHEEN THEM

HOMW MAMY HAaSs AN, 3

SH50 DATA HOW MaMyY 259 PACKETS OF SHEE
TS CaN I FILL FROM A BAG WEIGHING 1
KILO,40

5860 DAaTA SUE WEIGHS Z8Kg. JIM HEIGHS
2.5 TIMES MORE. HOW MANY Kgs DDES JI
M HEIGH; 78

5070 DATAH IF JANE DRIVES AT 86KM PER H
OUR HOW MANYKM DOES SHE TRAVEL IN 2.5
HOURS, 200

SBE8 DATA LEN'S CLASS HAS 4 GIRLS TO E
UVERY 5 BOYS.IF THERE ARE X6 PUPILS IN
THE CLASS HOW MANY AGRE BOYS, 20

56906 DATA WHAT MUMBER DO YOU GET IF Y0
U INCREASE 58 BY 2%,51

5160 DATA MWHAT DO YOU GET IF YOI IMCRE
ASE 2.5 BY 18 PER CENT,2.7S

5118 DAaTha HHAT IS THE LOMEST COMMON MU
LTIPLE OF 4 &ND 6,12

5128 DAaTAa HOH MANY GRAMMES IM 1.25 KIL
OGRAMMES , 1250

5130 DATA THE AVERAGE AGE OF 3 GIRLS I
S 16. OMNE GIRL IS 18 aND ANOTHER IS5
13, HOW OLD ISTHE THIRD GIRL,17

5148 DaTa THE SUM OF THO HUMBERS IS 40
. THEIR DIFFERENCE IS 4. MWHaT IS T
HE LARGER MUMBER, 22

51508 paTha THERE ARE S5 MORE GIRLS THAN
BOY¥S IN &4 CLASS OF 41 CHILDREN. HOMW
MANY GIRLS AREINM THE CLASS,23

5168 DaTa JOE CaM TYPE 25 ENVELOPES IN
18 MINUTES.HOH MANY CA&M HE TYPE IN ON

E HOUR, 158 |

Z170 DATA WHEN YOU MULTIPLY & MNUMBER B

¥ 7 AND ADD 8 TO THE ANSHMER YOU GET 5@
. WHAT IS THE MUMBER,G

5180 DATA WHEM YOU MULTIPLY THREE NUME

ERS YOU GET 96. THO OF THE NUMBERS ARE
3 AND 8. WHATIS THE THIRD,4

5198 DATA IF THE PERIMETER OF & RECTAN
GLE IS5 S4 CHAND THE WIDTH IS5 12 CM HOMW
MaMY CMS LOMGIS IT,15 ;

5288 DATA TOM HAS TO TAKE A Sml SPOON
OF TOMIC I TIMES A DAY. HOH MaNY Cays
WILL A 180M1 BOTTLE LAST,1%Z

5718 DATA HOW MANY METRES IN 9.8 KILOM

ETRES, 808

5228 DATA WHAT NUMBER IS HALFH&Y BETHE

EN 17 aMD 31,24

52I0 DATA SAM HAD 96 SHMEETS. IF HE ATE
578 OF THEMHOMW MAMY HAD HE LEFT, 36

5240 DATA HHAT IS THE AVERAGE OF 21 17
ANk 16,18

5250 DATA HOM MaMY HOURS ARE THERE IN
ONE WEEK, 168
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e-Soft have a habit of

LTIATION & CHROMATC

K style puzzle games

with above average graphics,
great sound and a generous
helping in the playability de
partment. The characteristics
of this disk-based double from
the German programmers
should therefore come as little
surprise.

CULTIVATION is a variation
on the Puzznic theme, a game
in which the player is required
to remove symbolically pain
ted blocks from a series of
ever-more-challenging
screens. What you must do is
push two or more identically

Title: CULTIVATION &
CHROMATICS
Fublisher; Ke-Soft/Excel
Price: £7.99
Format: Disk
Players: 1
Reviewed by Paul Rixon

s you might have ex-
pected of a game
whose title ends with

the letters ‘is’, DREDIS is yet
another variation on the Tetris
theme. Personally I'd like to
see a proper clone of the ori
ginal game butl programmers
seern more inclined to produce
these ‘alternative’ versions!
The main difference between
Dredis and ‘traditional’ Tetris
is the shape of the playing
area. It takes the form of an
inverted ‘T shaped well, con
sisting of a wide base and a
narrower chute from which

marked blocks together by
dragging them into a suitable
location with the joystick
pointer, so that they explode
and disappear. To advance
onto a higher level vou must
clear the entire screen before
the timer reaches zero. It
seemns easy at first but later
you discover that a sound
strategy is essential. The
blocks can slide sideways and
drop downwards but can't be
moved back up again, so
you've got to think carefully to
avoid a no-win situation.
Both sonics and graphics in
Cultivation are excellent, The
game kicks off with an excel-
lent piece of music and at cer-
tain points in the game there
are short bursts of digitised
speech, just like it's done on
the ST (ah yeah!). The screens
are displayed in the highest
resolution possible, so there's
not a lot of colour but it does
look very professional. In case

the various geometric blocks
appear. Rather than stacking

up at the bottom of the screen,

the blocks float either to the
left or right and deposit at the
lar sides of the lower portion.
When a block first appears
you can determine in which
direction it should travel, then
as it heads for the chosen ex-
treme you can adjust the ver-
tical position and also rotate it
by pressing the joystick trig
ger. The aim, of course, is to
construct solid vertical lines
which are automatically eli-
minated, so creating sufficient

you get bored with the hun-
dred screens supplied, the
disk contains an editor so you
can build your own!

Flip the disk and you'll find
CHROMATICS, a simplified
version of the ever-popular
Tetris. The idea is to rearrange
descending blocks so that they
seftle to form horizontal or
vertical lines of identical col
our - which duly disappear.
The blocks are all the same
shape but consist of three col-
oured segments. As a block
drops towards base you can
use the joystick to rearrange
the position of the segments to

space for subsequent blocks
to be positioned. You're re-
quired to score a fixed number
of lines on each level to adv-
ance onto the next. As you
progress onto higher stages
obstacles are placed in the
way =0 it's harder to complete
the necessary lines. Any mis-
placed blocks on either side
inevitably force gameplay to-
wards the centre of the well - if
a block should come to rest at
the mid-point of the sereen,
it's all over.

The graphics are quite simple
and, to be honest, could be
much better. The blocks seem
rather flickery and the use of
colour is somewhal conserva-
tive. The music isn't bad but
becomes annoying after a
while - unfortunately an op-
tion to have sound effects in-
stead isn't documented.
However there's no denying
that Dredis is an addictive

your best advantage. The
game starts off rather slowly
but when you eventually make
it to the higher levels there's
less room to manoeuvre and
more colours to organise. The
graphics aren’t bad though
the music is probably better
silenced|

Cultivation and Chromatics
are two more high quality pro-
ducts from Ke-Soft, If casset
te-based users were ever look-
ing for an excuse o splash out
on a disk drive, this great
range of German imports is
surely the answer to their
problems!

DREDIS

game (like all Tetris variants)
and it’s nice to see a two play-
er mode also included.

Given the relatively high
asking price, 1 think Dredis
would be more wisely mar-
keted as one part of a double
pack - in a similar manner to
some of the other disks re-
viewed in this issue. If you're a
Tetris addict who's played all
the other games of this na
ture, it's bound to be a worth
while addition to your collec-
tion. If not, check out the Pub
lic Domain first as you can
certainly find a superior ver-
sion of Tetris there,

Tithe: DREDIS
Publisher, Ke-Soft/Excel
Frice £7.99

Format: Disk

Players: 1/2

Reviewed by Paul Rixon
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ZEBU

" id you enjoy Ke-Soft's
brilliant “Sogon’ puz-
zle? If so you'll be

pleased to hear that Excel
have imported another simi
larly addictive challenge from
the German publishers.

The objective of ZEBU LAND
couldn’t be more straightfor-
ward. Zebu is a little man who
lives in a curious world of
mazes. Zebu's world is divided
into fifty separate screens and
on each level your task is sim-
ply to guide him to an exit. It
may sound ridiculously simple
but the mazes aren't always
quite as friendly as they seem,
Revolving doors can be tricky
to negotiate, especially as

Title: ZEBU LAND
Publisher: Ke-Soft
Price: £7.99
Format:  Disk
Players: 1
Reviewed by Paul Rixon

nother Ke-Soft twin-
A pack presented by
Excel. Both games are

multi-screen platform style
adventures but that's where
the similarity ends!

TABOT is a robot super-hero
who's somehow managed to
get himself trapped inside a
spooky castle. In order to
escape he's got to locate a
series of keys from each of its
fifty rooms, but the problem
isn't quite that simple. To
make things a little more
tricky there are vicious spid-
ers, gaping holes, spikes,

Issue 54 - Mew Afari User
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sometimes they're blocked by
fixed or movable obstacles on
the opposite side. Blocks of
various shapes and sizes can
be pushed around the maze
into useful positions - often
they provide the only means of
escape. Sometimes Zebu is
joined by one or more of his
three brothers - at this point
vou can toggle between the
different characters with a
press of the joystick trigger.
All must be transported safely
home to complete the level.
Unfortunately extra hands
don't always make light work!
The puzzles are cleverly desig-
ned and it's wise to remember
that everything has a purpose
- the problem is finding out
what!

The reason the whole experi
ence is so addictive is that ini-
tially some of the screens
appear to be completely im-
possible - until suddenly you
discover the simple trick or
sequence of actions that's

boulders and break-away
floors to contend with., Tabot
can use his ‘versatile’ laser
gun to smash through rocks
and he can build laser bridges
to traverse the dangerous
openings. If it all seems too
much to cope with, he can call
a ‘dummy’ to the rescue - with
one key press Tabot is instant-
ly transported to the dummy’s
side. Failing this, it's time to
forfeit an existence!

Now for the bad news. This
has to be Ke-Soft's least play
able game to date! The
graphics are nowhere near the

=

needed to solve them! Whilst
you're struggling through the
mazes, you've also got to keep
a watchful eye on the timer - if
it hits zero, one of your three
lives is terminated. Since
there's a possibility you could
manoeuvre Zebu into a stale
mate situation, the Option key
can be used to bring about a
speedy demise! A welcome fea-
ture is that every screen is
password coded so once
you've mastered a level you
won't have to repeat it in fu-
ture sessions.

The graphics aren't exactly
stunning but they're not worse

standard set by other Ke-Soft
releases and worse is the fact
that joystick response is quite
abysmal. It's far too easy to
unintentionally lose a life. |
began to think I'd missed
something obvious, but after
studying the instructions sev-
eral times over [ eventually
gave up in frustration and flip-
ped over the disk. Fortunately,
here was something in a diffe-
rent class.

Although it could be an awful
pop group, BROS is actually a
very addictive clone of the
arcade game Super Mario
Brothers, Your task is to res-
cue your brother from impris-
oniment in a secret castle. An
unusual option on the open-
ing screen is a chance o
select an alternative resolu
tion. You can have a large full-
screen playfield or a smaller
but smoother display in the
central portion (Antie 5 or 4
respectively). As you run and

e B — I

than hundreds of other games
I could mention! The overall
game design shares several
similarities with the equally
praiseworthy Sogon, which I
reviewed in Issue 52. The
loading screens are very nicely
done and music on the title
page is a bright and breezy
composition, quite different to
the norm.

Zebu Land gets my vote as
the best non-violent entertain-
ment package for 1991. The
ingeniously simple theme,
professional presentation and
craftily designed puzzles com-
hine into a perfect mixture,

TABOT & BROS

jump athletically through the
MAany SCreens you must watch
out for the nasties and also
keep an eye open for a range
of goodies. By head-bultting
the castle walls you can some-
times pick up mushrooms,
coins and ammunition to help
vou along the way. The
graphics aren’t stunning but
they're adequate for the pur-
pose and the way your charac-
ter bounces across the plat-
forms can be quite amusing,
Sound is enhanced by snatch-
es of digitised vells at approp
riate moments. Overall, Bros
is a thoroughly enjoyable
game. Alas not Tabot!

Title: TABOT & BROS
Publigher: Ke-Soft/Excel
Price: £7.99

Players: 1

Formmat: Disk

Reviewed by Paul Rixon
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MILES BETTER

Star Wars ............ SOLD OUT
Tomahawk ..o 2,99
Cavernla ....ceiamoisnese 299
Gauntlet .....oceerrensnnns 2,99
Yogi & The Greed Monster ..... 2.99
Kick Off ...coccrnvnssrcinresannses  2:99
Head Over Heels ........... 2.99
Ghostbusters ................ 2.99

GAMES

Cass. Disk
Spy vs Spy Arctlc Antics ... 299 3.09
Boulderdash 2 ...t 299 G699
Trailhlazer 9.95
Solo Flight 2nd edition 7.95
Rescue on Fractulas 6.99
Touchdown Football 699
Spitfire 40 Vit .99
B Tafo |1 SRS S 4.99
Brian Clough’s Foolball Forl. 293 4.99
Proppia 2 .o 4.99
Colossus Chess 3 ... 4.99
Jog and the Muclear ﬂ...a\-ernu 4,99
Knockoul Boxing ... : 499
Cuthbert Goes Walkabout .. 2.90
Mig Alley Ace ..o 4,39
Might Mission F'||1I:|3II 6.99
International Karate 4.90
41 S S R T 6.9
Atari Compilation ... 4.99
(5 games - Star Raiders, Tannis elc).
Gauntiet + Desper Dungeons £.99
Bop ‘n° Wrestle ..o 4.99
Jocky Wilson's Darts ... 489
GhoSthUSters ....ccweie 4.99
Ninja Commando .............. 4.99
Mountain Bike Racer ... 499
Piratas of Barbary Coast ... 4.89
Smash Hits 4 ... 4949
Spead ACE ... 490
World S0CCer ....ocooviereenines 4.99
b S L Ll = 4,99
Living Daylights ... 2.99
Emash Hhe 7 Ll 2.99
Polar Pierre 2.99
Mir. Robat 2.99
Bata Lyrae .. 2.99
Arkanoid 2.98
Spyhunter 2.89
Druid ] 299
Crumbles Erms e 2.99
Freaky FActony ..........c. 2.99
Laser Hawk S 299
Sidewinder 2499
Nuclaar Mick 2.99
Sunstar ... hes 209
Winter Events 20849
Montezuma's Revenga ... 2.040
Astrodroid ... 2.949
Beer Belly Bert ... 2.09
Fhght Night ..o 2.99
A i R 2.99
Plastron " 2.99
Quasimoda ... 2.99
Mew York City .o 294
SPY VE SPY e 2.98
Steve Davis Snooker 2.94
Scooter ... e 289
Elekiraglide .............. 2.99
Rocket Repairman ........ 2.49
= TR e i 2.99
Space Lobsters ... 299
NighEmEreE i 2.99
Greatest Hits Vol 1 2.899
Rosen’s Brigads 289

Zaxxon AEC R ettt 299

PERIPHERALS

TOP 20 CASSETTES
Mission Shark .............. 2.99

Joe Blade Il ........ccovvenes 2.99
Conflict In Vietnam SOLD OUT
Chuckie EgQ ....vorvereeeee 2,98
o [ B R R
Yogi's Great Escape ... 2.99
Ninja Commando ........ 2.99
o L
Plastron ......ccconveenene. 2.99
Speedhawk ... 2.99
7] Rt b . |

ADVENTURE/STRATEGY

Cass. Disk
Flight Simulator 11 5 14.95
Flight Sim. Sceneny Disk
MNos 1-7 each 985
Questron 895
Field of Fira 7.5
Jimacter ; 8.95
Tima & Maglk ................... .95
Lirking HOITOF .....coocoicniana, 11.85
Ingrid’s Back .........ceeineerenee 1185 11,85
Knight Ore ... 11.85 11.895
Cloak of Death .....ocveeeee 2.98
Bunslinger ..-...-ceeemimes 9.85
Eternal Dagger ... E 14,95
Theatre Europe 11.85
Panzer Granadiar 16.895
Battlecrusiar ... 16.95
Warship ....... e i 19.85
Vietnam ..o 9.95
Crusade in EUrope ... 9.95
Decision in the Desert ... 3.99 499
Colossus Chess 4 ... 389 488
Kennedy Approach e 6.99
CUBhrOAE  oovveeveevmrresrerones 0.95
The Count 4.99
Pirate Adventure 4,99
Scapaghost 12 895 12.95
Silicon Dreams 795 9.85
Jewels of Darkness Bas 7.95 985
Rebel Charge ......ccooceveeee 3 19.95
Bupsr Husy .t 6.99
Lancelot ... i 11.95
Sargon |l Chess 6.99
Knights of the Deserl ... 9.95
Mato Gommander ..... - 9,95
U.5.AAF 14.85
Trivial Pursuit 9.85

XL/XE CARTRIDGES

Missile Command
Clar Pl e b S

Galaxian

American Fuothall

Food Fight

Lodarunner .......... Al Lt
Barnyard Blaster (llgthlln] .......... 7.95
(ne on One Basketball ... 7.95
David's Midnight Magic .............. 785
| PR R R e R 7.95
Rescue on FrRRCIWIAS ..o venerecee 7.95
Moon Patral Y e TR,
Robotrom 2084 ... .ccoeiiiioniien:. 135
Dreadnaught Factor ......ceoeeeeeee 793
Designers Pencil ........ccoevieninne, 4.89
Rally Speedway ..o 793
Eastern Front 1841  .oocvvcvreveneees. 7295

UTILITIES

] SR U
Atari Writer Plus
Plametarium

Cut 'n' Paste
Viskcalc

TOP 10 DISKS

Hawkquest ......... SOLD OUT
Trivial Pursuit .............. 9.95
Flight Simulator Il ......... 14.95
DOD ol i 29
Smash HltsT e
Colossus Chess IV .. SDLD ouT
International Karate ...... 4.99
Draconus ........ceeeeeees  4.99
Rampage ....oommmnnn: 239
Spitfire 40 ...........cosuurnne. 6,99

TOP 10 ROMS

Pole Position ...... SOLD QUT
Designer’s Pencil ........ 4.99
Galaxian ..........ccevniereee. 4.99
T T SRR L
Rescue on Fractulas .... 7.95
David's Midnight Magic ..... 7.95
Desert Falcon ........cc.e.... 7.95
Food Fight ......cccooonnune. 4.99
PRETIV b v asens i = Al
Loderunner .......ccccceuee.. 7.95

BUDGET CASSETTES

Zeppelin

| o1 e e . g 289
Cavernia .. . 299
B e i T i i 2.99
Mission Shark s hgare 2.99
Mirax Force ... 2.99
Wiorld Soccer P 2.99
Phanlom ... by A
Zyhex ... o 2.949
Speed ADE ..o 200
Las Vegas G asing .. - 280
Fruit Machine ... 2.09

Sidewindar ............ "

Fantastic Soccer ... ; 2.99
Kenny Dalglish Soccer Manager 2.99
Ninja Commander ... 2.94
Blinky's Scary School . 2.94
Jocky Wilson Darls ... 2.99
The Living Daylights ........ccoccooees 2.99
Mountain Bike Racer ... 290
Hi-Tec
Spy ve, Spy A 2.4g
Spy vs. Spy Isiand Caper ... 2.499
Spy wvs. Spy Arctic Antics ... 299
Space Rider i 2.99
Wi a. The Greed Monster ... 2.99
Audf 'm’ Reddy ..ol b, . 289
Yopi's Great EScape ..o 299
Byte Back
Robot Knights ... 2.99
Jat Boot Jack 2.99
Timaslip . 299
Astrodroid ... 299
Speed Run ... 2.99
Space Lobster 2.99
Fightar Filol 2949
Dreadnaught 2.94
Space Wars 2.98
Planet Attack .. 2.99
Mad Jax O e e o
Aoulette Simulator s 2.0
Cosmic Pirate ._........ocomom, 2,38
Warcopter ... (R U 2.99
Screaming WIngq 299
Exploding ‘Wall 2.99
Litthe Dl _....ooocoiinimininnianiin 2.99
Tamahawk P e 2.99
Codemasters
Fruit Machine Simulator 2.99
B.MLX, Simulator ... 299
Transmuter ... 2.99
Red Max ... 2.99
Grand Prix Simulator 2.89
Advanced Pinball Simulator 2.089
KIXX
Gauntlel o 299
Footballer of the WERE o o s 2.99
Hardball oo 2.99
Hit Squad
HrEPI'ltLPrEt 2.949
i e s e e 2.949
Head Chvaer Hesls Ll 2.99
Atlantis
R BN . o R Kk etk i 2.99
Dawn Raider WL e e e S0 Tt 1.99
Death RAGE ..o eeeemeieeeaee. 290
FroBoff o i, 298
PO e T g e 2.99
League Challenge _.....occoveeviammnnens 1.99
Pot Hole Pete 1.99
Enl:-i}kf-.l I:Fi“}IE el vl gt 123
aylight Robbery G
Than ....... 2.9
Periscope L.l|:| N o B B e T e g ]
Encountar L 2499
Gunfighter ! b Rt R 1.99
(e L aE R R B |
Survlvors i . 2499
Cops 'n' Robbers ... 1.99

FULL RANGE OF ATARI 2600 CARTRIDGES IN STOCK

Aari CXB0 Trak-ball 8-bit 9.95
Atari CXB0 Trak-ball STISTE ~ 16.95

(Direct mouse replacement)

219/221 Cannock Road, Chadsmoor, Cannock,
Staffordshire, WS11 20D
Telephone (0543) 466577/8/9

el S\

Alternative

2T T s R 1.99
Spindizzy e = e 2499
Fro Mountain Bike 2.99
Alarisoft

Star Aaiders .........cccosoeeenn 298
Speadhawk ... 4 2.99
Twilight World 2.99
Heartache 2.99
Thunderfox e 290
Slngshot .. 2499
Adventurasoft

10 Little Indians 2.99
Secrat Mission 2.99
Arrow of Daath 1 2.99
Arrow of Death 2 2.99
Goldan Voyage b B R i Y
Mystery Fun House ... 2.99
Strange Odyssay ... 2848
Wizard of Akyrz 2.99
The Time Machine 2.949
Adventureland 2.99
Girgcus 2.90
Escape from P‘I,I|..,.al| .'-' 2.899
Parseus and Andromada 2.99
The Gount 2.99
Voodoo Castle 2.99
Waxworks 2.99
Firebird

Matta Blatta e ag
r-.-1n:|¢F|h_.-‘hm At S TR T S 1.99
Thrust it e dfiplas otk daad 4 1.9%
FPlayers

Stratosphare 1.99
Tanium 1.99
Dizzy DIEE  ciinmcnn 2 1.99
Bubble TROUBIE ..oeersvrerseerrimrnreer 1,09
T T | e e e W 0 = |
Miscellaneous

Pam DI‘I B i b ' ey i T o I SO
M. L 1 1.99
Fuulmll Manager ...... 2.99
Chuckie Egg 2.949
Pagalron M A T P R W L
Boulderdash ........coccocvinvreeeee. 2.98
Bouldardasn 11 290
DERE ke s 1.99
Systam 8 Pools ..o 288
TarbFomml i hdiiiannie. . 2,89
Mastertronic

Masterchess

Protector

Revenge || ...

Crystal Raider ...
Amaurotd ... s
Vegas Jackpot ...
Kikstart 3

Invasion

On Gua

Lasi VA =
Mutant L.‘imFI‘.
Milk Race
Frenesis
Panthar
Sidewindar :
Despatch Rider
Hower Bowvwer
Molecube Man

Speedrone 2.99
Ninja 2.94
Ghostbustars 2.99
Henry's Housa 1.99
1801 2.99
Bombfusion .. 1.99

Add S0p to orders less than £ 5.00. All prices correct al
time of going to press. Access or Visa orders welcome.
Please add £1 per item for overseas
Please make Cheques or Postal Orders payable 1o
“MILES BETTER SOFTWARE"
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hy do we computer users generally have upwards of
W two hundred disks of which we use, at the most,

five? If you're like me, you raided the public domain
library of your user group when you first joined. I know I
obtained approximately 100 disks which | took home, tried
once and never used again. Another member | know has
correspondence with two out-of-town users and they are con-
stantly swapping disks. Why? What is the sense of spending
money for postage when you can get disks you never use from
your own club for free?

hat am I going to do with all the documentation |

printed out rom those disks? | always picked up the
useless disk at the club library, went back home and dumped
the docs out to my printer, then neatly bound them in folders.
After that, I never used the docs again. They are now posing a
fire hazard on my desk.

W hy do the docs on public domain disks always print out
in 40 columns? That has the effect of doubling the
previously mentioned fire hazard.

id you ever stop to think why you need an interface
D rather than a simple connecting cord to connect your
printer to the eight-hit computer? The sadistic designers of
these things do this so they can install a second set of DIP
switches. This is done so that the poor user will be driven up
the wall trying to coordinate the two sets of switches. It's
enough to make you take up collecting spoons as a hobby,

hy does the wonderful disk which you saw demonstrated

at the computer store turn into something which is use
ful only as a coaster after you pay $49,95 for it? Does the
exchange of cash trigger something which turns a disk into
worthlessness the instant you try to boot it up at home? Can
you think of any other reason [ have $1149,68 worth of disks
good for nothing better than contributing to the landfill prob-
lem in my area? This could be more insidious than the most
vEnomous virus.

oes sitting in front of a VDU for a couple of hours or more
D every day contribute to the liquefaction of brain cells?
What other reason would cause otherwise rational human
beings to play computer games for hours on end? 1 have one
game where the outcome every time [ play is that the evil
Overlord of some stinking little planet | never heard of before
sticks his atomic laser cannon up my left nostril. This happens
every time | play the game, yet I always boot it up again. Until
this started happening I had gone blissfully through life think
ing that my Momma hadn't raised no stoopid kids. | guess ['ll
have to reconsider that as soon as [ finish the game,

U sing a modem also leads you into doing things you
wouldn't want to admit to. A $324.23 phone bill can be
difficult to explain to your spouse. It's bad enough if you

actually called and talked to an old drinking buddy by voice for

that amount. If you have to explain that you were downloading
files, minor wars can erupt. Particularly if they end up like the
disks in a previous paragraph that no sane man can find a use
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WHY OH WHY?

Gordon F. Hooper asks
the questions that
sooner or later plague
every Atari owner

for, aside from using them to start campfires. [ would have to
be living In Neanderthal times before I'd ever want to start that
many campfires.

odems have another danger for the unwary user. This

happens when you are on a long-distance BBS and the
sysop enters into chat mode. This means that you and he can
type back and forth to your hearts content. The problem lies in
the fact that I type at the rate of 2 1/2 words per minute. After
we've been typing back and forth for half an hour, It suddenly
occurs to me that [ could have phoned him by voice and had
the whole conversation in less than two minutes, [ guess it's
more fun to do it slow when it's costing you $1.63 a minute!

hy de I always have to buy a computer when it's first
w introduced? I paid $600 for my first Atari 800. It cost
$500 for my 130XE. | paid far in excess of $1000 for my ST.
How do I get it to penetrate into my brain that if [ wait for a
year and a hall alter a computer is introduced, it generally is
selling for what is practically chump change? Why do I always
assume that the latest computer that Atari is selling will be the
one that | need and I will never have to buy another one? My
local computer salesman, who is working on commission,
must thank whatever demented gods he worships when he
sees my excited face walk in the door. He'd better pray to his
unclean spirits that [ can afford to finance his retirement
before I run out of coin of the realm. I know Atari will never
run out of new computers.

peaking of new computers, why are they always incom-

patible with the old ones? Each computer manufacturer
has a line of machines which are compatible with other similar
ones in the line. This only pertains until a new computer with
ten times the memory and a far superior DOS is developed.
Then it is mandatory that it be made incompatible with the
earlier ones. This might contribute to higher gross profit re-
venues for the manufacturer, but I'm going to end up with an
electronic junkyard in my computer room.

fand when 1 die. I'm going to ask in my will that my latest

Atari computer be buried with me. That way | will have the
means to categorize all the designers. commissioned salesmen
and useless public domain software authors that will be with
me in the nether reaches of Hell. You don’t want to think about
what [ will do with this information. But I just know [ will have
some position of authority down there.
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FOR SAL

BOOXL SYSTEM: BOOXL with 1010
Data Recorder, leads, manuals
and some games. M.B. Mo joystick,
hence only £85 a.n.a, Write 1o Mr.
D. Rathod, 22, Nevett Sirest, Pre-
ston, PA1 4AB, Buyer miust
collacl

MODEM: Lion systems modem
baud rate 1300/2400/4800/8600.
Model 560, swap 1029 printer or
sall, offers, Tel. 081 533 3774

XL SYSTEM: BOOXL. XF551 disk
drive, 1010 cassette recordar, 2
joysticks, manual plus awer 50
games on cassette and 30 games
on disk and lots more!! £150 o.no.
Tal. 0734 460673

XF551 DISK DRIVE: For Atari XL/
XE includes ower 30 disks inc. In-
ternational Karate, Draconus, Bop
‘n’ Wrestle and Alley Cat. Also &
blank disks, DOS 2.5 and Turbo
Basic on disk. Offers around EBD.
Tel. 0734 470673

ST SYSTEM: 10405T with mono
monitar and original software.
£350 or £310 and a 1050 disk
driva. May split. Tel. 0392 438148
and ask far David

BOOXL AND MORE: BOOXL, XC11
data recorder, all leads, manuals
amd original tape games_ £55.
Transdisk IV, E10, ICD Printer
Connection, £26. Apply Poynion,
0625 878430

PRINTER: 1027 in full waorking
order, £25, Also 1029 printer in full
working order, £35, both litte used
and in original boxes. Tel. Charles
081 462 5476, West Wickham,
Hent

850 INTERFACE: Complala with
manual, psu and cablas, £50
Dravid Baker, 23 Meadow Rise,
Shepton Mallet, Somerset, BAd
SNS

¥E GAME SYSTEM: Game con-
sole with G4k memary, keyboard,
ight gun, games, joystick, five car-
tridges, 21 casseties and a tape
recarder (XC12). £150. Phone
Isck on (0226) 712055 or write 1o
Ispek Yin Cheung, 16, High Street,
Grimethorpe, Barnsley, 5. Yorks.
ST27LS

XE TAPE SYSTEM: Complata
B5XE and XC12 data recorder fit-
tead wilhh Ramibit wribo loader, over
100 garmes and ublibes, most
Rambit converted plus 2 joysticks,
£220 or swap for your ST. Phone
Dave on 0654 711331

ST SYSTEM: 10405TE with inter-
nal and external drives, mowss and
mat, lots of software including
STOS, database, word processor,
art and music packages, many
games, joystick, dust cover, lock-
abile disk box, all in immaculate
condition plus all manuals, instruc-
lions plus whole collection of 5T
Farmat in bindears plus many
coples of PAGE 6. £365. Ring
East Grinstead (0342) 327072

XL DISK SYSTEM: BOOXL, 1050
disk drive, 1010 data recorder, all
with leads, transiormers, cables
et. In excedlent condition with ori-
ginal boxes and packaging and
manuals. Plenty of disks inc. DOS
2.5 and Transdisk IV, [ote of back
issues of Atarl User mags dating
frarm Wal, 1 Mo, 1 May 1985 1o Val,
3, Mo. 9, Jan 1988, £100 for the
Iat, Tel. Preston (0772] 313938

PRINTER: 1025 printer, good
working order complete with leads
and some software, £80 o.n.o. Tel.
Ray on (0263) 5B4006

XL AND DRIVE: B00XL with
Happy (Laser) drive, Omnimon fit-
ted, onginal boxes available, £140.
Riceh daisy wihesl printer with Afari
interface, £80. The lot for E200.
Tl. (0625} 420782

XL SYSTEM: BOOXL, 1050 disk
drive, 1027 printer, psu's and
leads, duwst covers, manuals,
bowed all wge. Alarhwriter Plus, Mini
Cifice 1, Microsofl Basic I, Turbo
Basic, Visicale, ¥LXE disks atc.
Inside Atarl Basic, Easy Program-
ming, Atarl Basic. No splits, £180
a.n.0, Delvery 50 milas or buyer
collects. Contact Ed on {D443)
203022

PRINTER: 1020 printed/plotter with
original box, instructions, power
supply, keads eic. plus pens and
papar. £40 plus P&P. Write fo
Paul, 17 Spring Road, Clifton,
Shefiord, Beds SG17 S5RE

MAGAZINES: PAGE 6 issues 210
43, £25; Atari User complete sel,
£15. Speech synthesiser for Atari
&-bit, £10. All plus p&p. Phone
Andy on 02684 TE1966

PRINTER: 1029 with four print
styles in criginal box complete with
manuals, E75. 1050 disk drive with
leads, transformer and instruction
manuaks, £65. Both in excellant
condition. Phone John on 0362
GE8245 or write to Station Farm,
Elrnham, Dereham, NR20 SHH

XL SYSTEM: B00¥L with 1010
data recorder, joysticks, manuals
and owver £300 worth of sofiware.
All in good condition fer anly £80.
Tel. (2905) 53524

XL TAPE SYSTEM: B00XL plus
1010 tape deck, five cartridges, 15
games on cassetts, joystick, Com
puter Animation Primer, £60. Tal
081 743 6879

ALIEM VOICE BOX: Ultra rare
E-bit Atari speech synthesiser inc.
software on disk and cassetie, ori-
ginal box, imstructions. Waorks with
all 8-bit Alari's but needs power
supply for XL/XE, £35. BS0 inter-
face unit with power supply, leads
and manual, £35. Tel. 0273
779595 (Brighton)

ATARI 8-BIT BODKS: Computa’s
First Book of Atan, £5; The Atan
¥L Handbook, £3; Your Atarl Com-
puter, £8; Atari Sound and
Graphics, £5; Atari Baslc Leamning
By Using, £3; Atar Software 1983,
£10; The Creative Atari, £8. Post-
age axtra. el 0273 77a505
{Brighten)

MAGAZINES: Atari Connection/
Alari Explorer (The official Atan US
magazing), 20 issues from Sum
mer ‘B4 to June '89, £50; Hi-Res
[US anly mag, only four issues
ever published!), 3 issues form Jan
‘B4 1o June ‘84, £6; Atar Home
Computer Club News/Ingut-Oulpast
(UK official B-bit magazine), 5
Issues from Summer ‘B2 10 spring
‘B4, £5; PAGE 6, 30 Issues from
Issua 1 to 31 ex. Issue 16, £35;
Tha Atari Computer Craner's Club/
Manitor, the first 31 isswes from
May "BS migsing only August ‘87,
£30; Analog, the firsi 54 issues
frarm 1981 10 1967 in an unbrokean
run, including all the very rare
early igsues which ware almos! in-
possible to get even in 19811,
£150; Antic, the first 56 issues
from 1982 to mid-1987 In an wn-
broken run, again inchading all the
vary rare early issues, £150. Ev-
grything mint condition. Postage
extra. Tel, 0273 779505 (Brightan}

XE SYSTEM: 65XE, XC12 data
recorder, 2 joysticks, manual and
leads, Basic book, casseltes worth
ower £100, carridges worth over
£40. In good condition, warh over
£250, will sall for £130, Phone
02R2 75823 {Burnbey), most even-
ings and weekends

XL DISK SYSTEM: B00XL with
1050 dizk drive, neither boxed but
in good condificn with all appropri-
ate cables and transformers, 3
manuals and dust covers, 3 joys
ticks, 20+ games inc. Beachhesad,
Autodusl, Alt. Reality The Gity, 3
Atari books and numerous FD
disks. Buyer to collect, Would de-
liver reascnable distance, £120
o.n.o. Aing 071 739 6380

MAGAZINES: 23 odd copies of
Antic - 1983 (9), 1984 (), 1985
(8); Analog, Nov and Dec 1986;
PAGE 6 Issues 2 to 12 inc.; 5T
UserWorld issues 2 1o 22, 25, 26,
28, Offers ring 081 427 3034

XL DISK SYSTEM: 800XL B4k
with 1050 diek drive, |oystick still in
original boxes, bkank disks, manu-
als, over £150 worth of software,
£100 o.n.o. Call Mark (0474)
564535

MAGAZINES: Almost all issues of
(oldy Atari Liser from No. 1 ta Vol
4 Mo, T inc. Can splt, anything
considered. Write 1o Paul, 17
Spring Road, Cliftton, Shetford,
Beds SG17 SRE

DISK DRIVE: 1050 drive, neads
shight attertion plus B00XL com-
plete with cables, powerpack and
accessonies, magazines etc. Also
large selecton of games cassel-
tes/disks, Ring 0773 716250 lor
detalls, Buyer collects.

XL SYSTEM: 800XL with cassetie
recorder, B40 worth of software,
transformer, leads, manuals and
one joystick. Excellent condition,
£55 o.n.o. Phane Paul 080G
291352

ST DRIVE: 1 meg replacemant in-
ternal drive for ST, only used for 3
maontng, Sell for £40. Buyer cal
hecis or pays postage. Tel. (0483)
BOGES1

XL DISK SYSTEM: BOOXL amd
1050 disk drive, power supplies, all
cables, original manuals and
books, programs and carfridges,
hardly used and in mint condition,
£200. Call 021 427 4122, Jon, any
time

XL SYSTEM: 800XL system with
1050 disk drive, 10208 panter and
leads, All boxed. Accessonas,
blank disks, games, Mim Ofice 1|
and Font Editor, £130 o.n.0, Phong
091 488 5410

¥E SYSTEM: 130XE, 1050 disk
drive with all cables and psu's,
Graphix At Printer intarlace, many
games inc. both Alt, Realifies,
Autodual, Zomk 1 etc., utilities inc.
Mini Office I, Graphics Transfor-
mer, books inc, Mapping The Atari
and a poystick. Mo splits. £150
a.noo. Tel, (0234) 851930, even-
ings anly

BOOKS: Making The Mosi of Your
Atari, £3; Compute!'s Atari Collec-
tion Vaol. 1, £5; Advanced Program-
ming Technigues For Your Atari,
E7; Computer Ankmation Primer,
£8: Atari STES000 Progammer's
Referance Guide, £8; two disk
based games, Tomahawk helicop-
ter fiight sim (XLXE, 64k). £5; Pl-
rates Of The Barbary Coast, £4
Turbo Basic, £5. Sand P.O."s or
cheque plus 30p per item lor post-
age 1o P_E. Morris, 1184 Cranleigh
Road, Southbourne, Bournamouth,
Daorset BHE 5JN

XL SYSTEM: XL system, 22 disks,
1060 disk drive, 4 ROMs, 2 joys-
ticks and ariginal manuals all for
only £199.99, For details contact
Christopher Thomson On 0368
4001 {after 4pmj) or write to Alan-
ton Cottage, Wiliam Streed, Du-
noon, Argyll, PA23 740

DISK DRIVE: 1050 + 65XE com-
puter with all leads and manweal.
1029 printer with manual, dust cov-
ers and printer conneciions. Prog-
ramming books, Buyer collects.
Ring 0773 ¥16250, ask for Desek

XL SYSTEM: 65XE, MC12 cassal-
e recorder, 2 joysticks, ovar £100
worth of games and Atari Uiser
mags 36-45, 47, £120. Phone
Gareth on (0782) TE5003 excep!
morning wntil 4pm. Buyer collects.

¥L SYSTEM: 800XL with 1050
disk drive, 1027 printer, 1020 prir-
teriplotier (boxed, never used],
tauch tablet, Atari Arist carirndge,
Atari Loge carfricdge, Atari Writer,
Visicale, 2 programming baoks, all
leads, psu's, manuals ate. sell for
£220 o.v.n.0. Buyer collects or
pays postage. Tel. (0485) BOEE1

B00 SYSTEM: 800 computer
{48k}, 410 recorder (neseds psu),
1020 printer/platter, touch tablet,
Atari Artist cartridge, loads of soft-
ware, leads, manuals etc. sell for
£B0 e.n.0. Buyer collects or pays
postage. tel, (0485) 896651

XE SYSTEM: 130XE, XF551 disk
drive, XC12 recorder, disk box,
disks, games, books, everything in
as new condition and boxed. Bar-
gain at only £220, Tel. 021 742
8038

FOR SALE ... WANTED ... PEN PALS ... ADVICE ... HELP ...
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XE SYSTEM: In excellent condi-
tion, latest G5XE, 1050 drive, 1027
printar, lowch fablet, 300 games
and software in disc boxes. Moun-
ted an compuier trolley for tidy
nass, Only £175, Phone 0507
33240 (Nr. Grimsby)

XE SYSTEM: 130XE computer,
1050 disk drive {(with LazerUs
Doutler) and SMMa04 printer plus
softwara, games efc. £245 o.n.o.
Tel. 0664 424455

INTERFACE: 850 interface with
printer cable, Mini Offica 1l and
manual, £40 o.n.0. Also books, De
Re Atan, Tech. Nates, many Anlic,
Analog, Monitor, PAGE &, Alan
Uszer amd other Atari books, cheap
to a good home. Tel. 0532 BEE149

XE SYSTEM: Suflolk wser has
130XE, 1050 drive, printer |/F,
OS5 Basic XE and books, £180.
Consider split. Phone (0284)
TE777E avenings for full details

WANTED

DISK DRIVE: Wanted urganily,
compatible with BOOXL. Will pay up
to £70 inc. p&p. Write to John
Hubbook, 38 Coniler Close, Wal-
ton, Liverpoal, LB 1JW or phane
051 523 5966

HARDWARE: Wanted in order of
prefarence, 850 interface, 1027
printar, 1029 primter or aven 1020
prindar for enthusiast in Corfu. Tel
(LK) 0256 764507, Peter Kirkby

DE RE ATARI: Copy of De Ae
Atari, must be in good condition,
Will pay good price. Phone Paul
an 061 B72 2814

QLD ARCADE GAMES: | particu-
larly want Gyrus, Frogger and
Popeaya (tape, disk or ROM].
Phane Andy Scales on 0287
B24B811 or write to 117 Wilton
Bank, Saltburn, Cleveland, T512
1NS

LEADERBOARD: Has anyone got
a copy of Leaderboard {Golfy on
cassette. Will pay or swap for
another game. Contact David Fare
on 0482 596109 or al ¥ Maes-
¥-Llan, Gytfin, Conwy, Gwynedd,
LL3Z 8NE

HARDWARE: Atari freak wanls
broken bits of Atari hardware (nof
2600). Will pay postage and small
price, Please write with details 1o
Russall Gilpin, 58 Grassingtan
Road, 5t Annes, Lancs, FY8 30E

WAR GAMES: Conflict In Vigtnam
and Mato Commander, both on
cassette, | will pay up 1o £25 for
these games. If you are interested
wribe 1o Yasser Nabi, 1176 Londan
Foad, Leigh-on-Sea, Essex 559
2AH or phone 0702 75201

MORE
OVERLEAF v




® Handles any type of cassette format

® Allows several games on one disk

® Handles cassettes that require 64k memory

TRANSDISK IV

NOW YOU CAN ENJOY THE PROVEN CASSETTE TO DISK
TRANSFER SYSTEM AT A SAVING OF £7!

Transdisk is a simple to use utility that will transfer most cassette games to disk - easily and quickly

NEW
LOWER
PRICE!

@ Handles cassettes that load extra levels
@ Use all available memory on XL/XE machines

@ Full step by step instructions included

* NOW WITH DETAILS OF OVER 300 GAMES SUCCESSFULLY TRANSFERRED

TRANSDISK IV IS NOW JUST £12.95 - ONLY FROM PAGE 6

Send a cheque or postal order with the order form on our Accessory Shop page
or just write. Credit card orders accepted by telephone on 0785 213928

Send to: PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR

Post free in UK. Overseas please add £2 postage

contact extra... contact extra ...

DISK DRIVE: Wanied urgently,
disk drive {1050} and printer (1020,
1027, 10249) for BOOXL, all leads
atc. needed. Must be in good
working order. Reasonable price
pleasa. Contact Steve Bateman
298 Stanley Road, London, E12
BIAL

BASIC: Wanted basic Rev. G car
tridge. Richard Carter, 73 Graswall
Park, 51. Saviour, Jersey JEZ TPQ

LEADERBOARD: Copy on cassat-
te wanted as | can't find it any-
whara in my area. Kevin Hannigan
Cumrmesn, Adare, Co. Limernick,
Fep, of Irgland

MUSIC COMPOSER: Music Com-
poser or other music saftwara an
disk or ROM which will enable the
music fo be printed using an
Epson compatible printer. Phone
Charles OB1 462 5476, Wes! Wick
ham, Kent

DISK DRIVE: XF551 or 1050 disk
drive wanted in good working order
and wilh leads and manuals. Will
pay reasonable cosl and postage.
Please write to Fergus Fergusan,
Lowgh Gur, Bruff, Co. Limerick,
Eire

DIGITISER: Wanted graphic digi-
tiser for the B-bit computer at
reasonable price. Write to Nir
Daray. P.O. Box 6002, Acca, lsrael
24720

MAGAZINES: PAGE 6 issue 35
and any issues prior to 31. Also
wantad, any issues of old Atari
User magazine. Oltaring in ex-
change ane program for every 2
mags (must be in good condiion).
Programs all onginal disks with ori
ginal documentation inc, some
hard to find titles (Karateka, Ser-
pent's Star, Meverending Story
etc.). Also looking for Compute!'s
Atari Collection Vol. One. write to
Ed Hall, 68 Mosrison Drive, Yel-
lowknife, Northwest Territones,
Canada, X14 221

DISK DRIVE: Wanted 1050, 810
or XF551 disk drive. Trystan
Megus, 23 Newbrdge Way, Truro
TA1 3LX. Tel. OB72 77972

BOULDERDASH: Boulderdash 4
screens wanted, your own de
signs, I'm addicled. | am compiling
& Boulderdash library and need
your screens to help me. Send al
you've gol. | will return your tapes
or disks with new screens of my
own design and friend’s designs
aver 200 available. Approx. 40
screens par TOK CGB0 (1 side), 40
screens per disk side. Aseturn post-
age will b paid I;;.!.- e, you
haven amy screens send lor some
free, enclose tape or disk and sae
| also urgently need a Sogon edi-
tor. Paul Kavanagh, 4 Ryecroft
House, Tyersal Lane, Holme
Wood, Bradford, BOW OEW

DISK DRIVE: 1050 disk drive and
games on disk, Boulderdash
Bounty Bob Strikes Back, Bruce
Lea, Fort Apocalypse, Internation-
al, Karateka. R.W. Watts, 268
Shanley Fields Road, Selly Oak,
Birmingham, B23 5BH

PRINTER: Lirgently wanted for
BO0XL. Datalls please o Bill, tel
Leeds 0532 796853

PENPALS/HELP

LEEDS CASSETTE USERS
GROUP: The only group entirely
dedicated to cassette users, For a
free information pack please send
a large stamped addressed an-
valope to Leeds Cassette User
Graup, 14 Hollin Hill Avenue,
Lesds, LSH 2PP

TURBO BASIC: I'm currantly get-
ting together all infarmation that |
can on Turbo Basic, The and re
sult will be a disk which s o be
rebeased onfo the public domain, I
you have any information om the
subject then send it to me, All con-
tributions will be Bsted on the disk.
Here’s you chance 1o be famous.
Wirite to me at R. Esping, 111 Pas-
ton Ridings, Paston, Peterbarough,
Cambs, PE4 TUX

USA CONTACT: | would like to
hear from ledlow B-bitters from
around the globe. | have been
using my Atar for 10 years and am
looking for new sources of PD soft-
ware a5 wall 35 commercial mail
order outlets. Please write to Ray
Wilmott, 10, South Rhoda Straet,
Spotswood, NJ 08884, USA

PENPAL NEEDED: My name is
Faul. | have a 130XE and XC12. |
have around 20 games. | am new
bt Abar soene and | would like
to swap games and | would ke
some useful tips. Please write o
Paul Nugent, 4 Pinebrook, Trim,
Ga. Meaath, Ireland

PENPALS WANTED: In the
Lescestarshire area. | have a
BOOXL with a 1050 disk drive with
various disks plus soma cassattes,
I wou would like 10 swap please
cantact Warren Whiterman, 19
Breadcroft Lane, Barrow-on-Soar,
Lowghborough, Leics, LE12 BHW

B-BIT PENPALS: | have a variety
of B-bit equipment and would like
to correspond with any other 8-bit
users. Write to Paul Saunders, 24
T'yler Road, Hazlemera, High
Wycomba, Bucks, HP15 TNS

CONTACTS: Any 8-bitlers worl
dwide to swap games, hint and
tips. Disk based only please, A
letters answered. write 1o Paul, 12
Treelands walk. Ordsall Park Sal-
ford. 5. Manchester, M5 3FX

XL/XE PENPALS: Hi. my name is
Ray. | hawve a B00XL, 2 1050
drives, printer @bc. | would like to
swap hints, tips and games, so il
you are interesied write to B
Robertson, 19 Litlebury Green,
Basildon, Essex 5513 1PA or fel,
0268 534006

CONTACT is FREE of charge and may be used by
any genuine Atari enthusiast for contacting other
owners. Any notice may be ineluded except those
offering software only for sale or exchange or those
offering items for sale commercially. The Editor
reserves the right to omit any notice received at

his discresion.

Send your CONTACT notice to CONTACT, PAGE 6,
P.O. Box 54, Stafford, ST16 1DR. Please write your
notice on a separate sheet of paper, not as part of

a letter.

FOR SALE ... WANTED ... PEN PALS ... ADVICE ... HELP ...
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THE ACCESSORY SHO

ISSUE 54 |

BARGAIN
SOFTWARE

We are still managing to uncover a few new items of software for
vour XL/XE so check all the new items this issue. Check the inside
front cover and the following pages. Some items previously adver-
tised are now sold out but there are still word processors for you to
choose, from the most simple to the most complex, plenty of games
and much serious software - the choice is yours. As always we are
able to offer these items at considerably less than the recommended

price so check through the Accessory Shop pages.

BLUE MAX

One of the classics of Atari history! Blue Max
is set in 1915 during World War 1 and has you
flying a mission in a bi-plane fighter bomber
along a river attacking enemy planes and
bombing bridges and the enemy’s airfields.
Superb diagonal scrolling similar to Zaxxon
makes this an exciting classic game.

Normally £14.95
OUR PRICE £7.95

ROM
CARTRIDGE

DAVID'S MIDNIGHT MAGIC

Pinball on your Atari can hecome totally addictive as
thousands of addicis to the famous Pinball Construc-
tion Set will testify. Now you can join in the fun with
David’s Midnight Magic, all the thrills of the pinball
table on your screen. There are Mippers, bumpers,
drop targets and vou can even “shake’ the machine,
All of the action of real arcade pinball for up to four
plavers

Normal price £14.95
OUR PRICE £7.95

ROM
CARTRIDGE

X g STERN FRONT 1941

The classic war simulation by Chris Crawford that
astounded Alari users when it was first released. Based on
the real life hattle of Operation Barbaressa on the border
of Russia you must command the forces through the
savage Russian winter (o see whether your skills can
determine a different outcome from history, Easy lo
understand, difficult to win bul an ideal introduction to
computer wargaming. Definitely an Atarl classic!

Recommended price £12.95
OUR PRICE £6.95

ROM
CARTRIDGE

ROBOTRON 2084

It"s the vear 2084, and you're the only being left who
can defend humanity against the Robotron armies!
You've got to move gquickly to rescue the defenceless
humans and blast fast with your anti-robot laser gun
to shatter the oncoming waves of Grunts, Hulks,
Brains, Spheroids, Electrodes and mutant Frogs, Only
you can save the last survivors!

Normally £12.95

OUR PRICE £6.95

ROM
CARTRIDGE

US FOOTBALL

American Football is now a big craze in this country
and you can now play at home. Outsmart the defence,
pass with amazing accuracy, run with speed and
agility, make tackles, select offensive and defensive
plays and more. You can take on the computer in a
practice game or challenge a friend to 3 dramatic
video bowl game of vour own in a packed stadinm. All
the thrills of the gridiron,

Normally £12.95
OUR PRICE £6.95

ROM

MOON PATROL “=r=™

Your beat: Sector Nine, home of the roughest, toughesi
thugs in the galaxy. You have the finest patrol car on the
force, complete with anti-gravity jump buttons and laser
bullets, but vou'll need more than a hot car in the rough
terrain of Sector Nine. Blast UFOs, Leap over landmines,
Demolish tanks and jump huge craters and moon rocks -
just to survive. Great 30 graphics and good music add to
the enjoyment of this addictive arcade conversion.

Normally £12.95
OUR PRICE £6.95

ROM
CARTRIDGE

MASTERTYPE

Now anyvone can learn to type whilst plaving a challenging
game, Mastertype was one of the original ‘game based”
typing tutors which requires you to zap enemy words as
they approach from the four corners of the sereen. But it
nod really a game for, before vou realise it you will
become quite proficient on the kevboard as you progress
through 18 lessons of increasing complexity.

Recommended price £14.95

OUR PRICE £2.95

ROM
CARTRIDGE

MISSILE COMMAND

Another of the all-time classic arcade games
that has you defending cities from missile
attack. Command the defence guns as enemy
missiles rain down from space to attack your
cities. Later smart missiles and bombers will
appear making the action more and more fran-
tic. For one or two players.

Normally £14.95
OUR PRICE £5.95

ROM
CARTRIDGE
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MICROSOFT BASIC

Microsoft Basic I1 is now sold out but you can still
practice programming in the standard Basic if you have a
disk drive. Microsoft Basic is ideal is vou want to converl
programs from other machines as it contains many of the
commands that are missing from Atari Basic. You'll be
able to share the creation of programs with other compu-
ter ewning friends and maybe type in and adapt listings
written on other computers.

Recommended price £9.95
OUR PRICE £5.95

DISK
ONLY

TOUCH TYPING

Everyone who uses a computer needs to brush up on
their typing and now you can learn to type like a
professional tvpist with this complete tutorial. Touch
Typing presents a self paced method of learning by
letting you practice typing letters, sentences and para-
graphs, The computer determines words per minute,
number of errors and your weak points. Random
sentences are generated to drill vou in those areas,
Cuontains two cassettes and instruction manual,

Previously £19.95.
OUR PRICE £4.95

TOUCH TYPING

CASSETTE
ONLY

JUGGLES RAINBOW

A first computer learning experience for children
aged 3 to 6 that teaches the concepis of above, below,
left and right plus letter recognition allowing the child
to enjoy learning with colours and music and games
they can create and play themselves.

OUR PRICE £5.95
NOW ALSO ON DISK!

DISK OR
CASSETTE

JUGGLES HOUSE

Another for 3 to 6 vear olds teaching the concepts of
inside, outside, upper and lower with Jupgles' House
and Toyshelf, each game also includes a “playground”
where children can try out these new ideas for them-
selves.

OUR PRICE £5.95

SPECIAL OFFER - PURCHASE BOTH CASSETTE
JUGGLES PROGRAMS FOR JUST £9.95 ONLY

INVITATION T0 PROGRAMMING

Cassette users wishing to learn Basic programming
can benefit from this tape based tutorial. The Invita-
tion To Programming 2 set, entitled Writing Your
Own Programs, comprises TWO cassettes and TWO
workbooks and does not require Invitation To Prog-
ramming 1. With these actual, on-screen, examples
your programming books will come alive and you
will be writing your own programs in no time. Start
to program now at our bargain price!

Original Price £12.95
OUR PRICE £2.95

CASSETTE
ONLY

LETTER WIZARD

For those who need a little more sophistication in
a word processor, Letter Wizard gives you all of
the basic features you would expect plus mail
merge, print of selected pages, headers and foo-
ters, automatic page numbering and a whole host
more print formatting styles. Although set up for
Epson compatible printers or the NEC 8023, con-
trol eodes can be sent direct to the printer. Comes
with an easy to learn and use manual plus a handy
(juick Reference card.

Original Price £19.95
OUR PRICE NOW£5.95

DISK
ONLY

EASY PROGRAMMING
FOR YOUR ATARI MICRO

This hoeok went out of print 3 years ago amd we hove been searching for a
replacement ever since. We are absolutely delighted to have found more stocks of
one of the best beginner's hooks ever published. (ver the past couple of years
whenever someone has phoned for a beginnérs book on programming we have
advised then to try and find a second hand copy of this hook - now you can buy
it once again, brand new! By the end of this book you®ll be writing your own
programs, including those with full graphics and sound.

NEW REDUCED PRICE £4.95

ATARI ADVENTURES

An excellent book written by adventure expert Tony
HBridges covering adventures in general and showing
how you can write your own adventures on the
Atari. This book has in fact formed the basis for
some of the adventure listings that have been pub-
lished in PAGE 6. Tony will take you through
examples of commercial adveniures with lots of
background to all different types of adventure and
then show yvou how all these idews can be put
together in your very own adventure. There is a
playable adventure listing called The Eye of The
Star Warrior 1o show you just how it all comes
together. Evervthing you need to know to write your
first adventure,

!

Published price £5.93

OUR PRICE £1.50

MICRO ENQUIRER

A large format book that covers the world of micros in
general with some specific Atari sections. The book
contains a lot of worthwhile background information on
home computing and is ideal for those who are receni
converts or who want to expand their general knowledge
of computers, 1t covers all sorts of topics including
languages, bulletin boards, CAD, Data Processing, Prin-
ters, Artificial Intelligence and much more. There are a
few Atari specific programs to illustrate various concepis
but generally this book will fulfil a need to know more
about the world of computing in gemeral. Large format
with over 180 pages.

Published price £8.95

OUR PRICE £2.00

WRITING STRATEGY GAMES

If you are fed up with simple arcade style games but
are not sure of the maths reguired in writing “think-
ing' games like chess here is a book that will help
vou out, To write games of strategy requires not anly
a knowledge of programming but also of certain
mathematical and eoding techniques. This book is
pitched at an intermediste level, assuming that you
already know some Atari Basic. Machine code prog-
rammers are also catered for with many hints on
how to modify the routines. The book covers the
programming theory behind intelligent games* before
moving on to practical examples of setting up a chess
board, moving pieces and playing through, There are
sample games for draughts, chess and other sirategy
EAImiEs.

Published price £5.95

OUR PRICE £1.50
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LIMITED STOCK ITEMS

ALL ITEMS FOR XL/XE ONLY

INCLUDING NEW ITEMS NOT PREVIOUSLY LISTED

These items of software are new to us or are replacements for items previously sold out
Some are in short supply and may not be available again. Get them while you can!

ADVENTURES/ROLE PLAYING

One of the best graphic role-play-
ing adventures on the Atari. Your
quest is to destroy four princes
with spells, magic and fighting
DISK
Original price £11.95

OUR PRICE £3.95

SILICON DREAMS

Great sci-fi adventure from Level
9, Three superb adventures with
graphics - Snowball, Return To
Eden and The Worm in Paradise
DISK
rigirial price £14.95

OUR PRICE £6.95

An adventure from Magnetic
Scrolls, the team that set new
standards in adventure design
Requires 1050 or XF551 drive
DISK
Original price £19.95

OUR PRICE £7.95

JEWELS OF DARKNESS

Three original classics from Level
9 - Colossal Adventure, Adven-
ture Quest and Dungeon Adven-
ture (the solution’s in Issue 531).
DISK
Original price £14.95

OUR PRICE £6.95

Possibly the most famous role-
playing game of all. Explore the
dungeons in this original game
from Mindscape.

DISsK

Original price £19.95

OUR PRICE £7.95

E

LANCELOT

Maybe Level 8°s best adventure.
Highly researched and well writ-
ten, set in the times of King
Arthur
DISK OR CASSETTE
Original price £14.95

OUR PRICE £7.95

ing games to be among the best.
This is the follow up to the best-
selling Wizard's Crown
DISK
friginal price £24.95

OUR PRICE £8.95

THE ETERNAL DAGGER
Many consider the S5 role-play-

ARCHON

Available again, the unigue mys-
tical battle set on a chess board.
Control the squares in a battle
between forces of light and dark
ROM
Original price £14.95

NATO COMMANDER

You are commander of Nato and
your task is to defend Europe
from Soviet invasion. Top class
graphics, five scenarios
DSk
Original price £14.95

OUR PRICE £5.95

WAR GAMES

DECISION IN THE DESERT
Take command at the Battle of El

Alamein. You can lead either side
in this accurate simulation from
the creators of F-15 Strike Eagle
CASSETTE
Original price £14.95

OUR PRICE £5.95

CONFLICT IN VIETNAM

A simulation of five battles of the
Vietnam War. Can you change
history? Excellent graphics,
various skill levels, 1/2 players
CASSETTE
Original price £14.95

OUR PRICE £5.95

PANZER GRENADIER

A wargame of German armoured
infantry on the Eastern Front.
Five historical simulations, skill
levals, joystick control, graphics
DISK
Original price £19.95

OUR PRICE £9.95

BATTLECRUISER

The complete simulation of World
War | and World War Il surface
battles in the Atlantic from S5I.
Simple graphics but detailed play
DIsK
Ovriginal price £19.95

OUR PRICE £9.95

CHECK OUT THE
INSIDE FRONT
COVER FOR
NEW CASSETTES

OUR PRICE £7.95

SPINDIZZY

Well known and highly regarded
game in which the aim is to explore
and map a 3-D world. Excellent
graphics and testing puzzles
IDNSK ONLY
Original price £9.95

OUR PRICE £4.95

_ GAMES

Possibly the most well known of all

computer games. Still a classic and
still in demand

ROM CARTRIDMGE
Original price £12.95

OUR PRICE £6.95

SMASH HITS 7

Four great games - Colossus Chass
3, Electraglide, Blue Max and Alley
Cat. This sold out very quickly last
time!

DISK
Original price £14.95

OUR PRICE £3.95

INTERNATIONAL KARATE

Atari owners waited years for this
and when it finally arrived everyone
raved over it. Still the best karate
game around.
DISk
Original price £9.95

OUR PRICE £4.95

SARGON Ill CHESS

SIMULATIONS

FLIGHT SIMULATOR I

The bast of all flight simulators.
Mothing more need be said about
this tremeandous program now
avallable once again
DISK
Original price £34.95

OUR PRICE £9.95

E

A very neat flight simulator, not
as complex as FS2 but still with
the real feel of flying. Ideal to
learn on before trying FS2 itself!
DISK
Original price £14.95

OUR PRICE £5.95

An aerial combat simulation set

in Korea with 3D graphics, cock-
pit instrumentation, different skill
levels and much more
DISK
Original price £14.95

OUR PRICE £6.95

KENNEDY APPROACH

Totally unigue. A simulation of Air
Trafflc Control at one of America's
busiest airports. With real digitised
speech, you'll feel you are there!
DISK
Original price £19.95

OUR PRICE £8.95

Regarded by some as the finest
chess simulator of all. Mine levels
from beginner to master, ldeal to
learn with as the manual teaches all
the fundamentals of the game

DISK
Original price £16.95

OUR PRICE £5.95

COLOSSUS CHESS 4

Claims 1o be the best chess prog-
ram of all. The writers of Sargon NI
would disagree, bul there s no
doub this is a fine chess simulation
particularly for advanced players

DISK OR CASSETTE
Original price £14.95

OUR PRICE £6.95

WE SUGGEST THAT YOU CHECK AVAILABILITY OF THESE ITEMS BY TELEPHONE
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A Funther

WESZETA pRINT SHOP GRAPHICS

The official PRINT SHOF Graphics Library comprises
three separate disks each with 120 graphics and o
printed out reference guide of the new icons, Disk 1
covers Holidays, Special Oceasions, Sports and more,
DHsk 3 covers Business, Symbaols, Mythology and
others. ONLY Mos 1 and 3 NOW AVAILABLE. These
are all top guality graphics in the original Broderbund
Print Shop packaging.

Original Price £12.99 each

OUR PRICE £4.95 each

SPECIAL

- BUY BOTH FOR JUST £8.95!

Selection
LAST FEW"

CAVERNS OF MARS XSt

Winner of one of the first Atari programming competitions, this was one of
the first vertical scrollers and remains a much sought after original game.
Descend through the caverns avoiding mines and picking up fuel. Highly
playable and addictive, only one or two have made it to the bottom of the
cavern to discover the secret that awaits them.

LAST FEW WITHOUT BOX BUT WITH FULL ORIGINAL MANUAL -

LOWER PRICE £4.95

TIMEWISE

Why not use your Atari as an electronic diary? Timewise allows you to keep
track of all your appointments and important dates on a daily, monthly or
yearly basis. Now you can dispense with your diary and let vour Atari do the
work. If you have a printer Timewise allows you to print out the information in
a variety of wavs,

A Originally £22.99
onv  OUR PRICE £3.95

MUSIC PAINTER

An exciting educational program that helps to teach music by using colours
instead of notes. Change the fifteen supplied songs to feature different instru-
ments, make the notes longer or shorter or transeribe your own songs. No
musical knowledge required to make your own great music. Children or adults
alike will get great satisfaction from being able to create their very own music,

ORIGINALLY £14.95
oney  OUR PRICE £7.95

ZAXXON

Ome of the all time classics for the Atari, Zaxxon set new standards when first
issued and was copied many times, Pilot your craft across the unigue 3
dimensional battlefield shooting enemy fuel tanks, anti-aircraft tanks and mis-
siles before launching ol through space for the ultimate conflict with a mighty
robot - few have got this far! Zaxxon, often copied, never bettered and NEVER
at this incredibly low price!

e RRP £7.95 cass/£9.95 disk
oncrsserre. OUR PRICE £2.99

SCREEN DUMP 1020

Owners of the 1020 printer/plotter will be delighted with this utility which has
been unavailable for a long time, Now AtariArtist pictures can be dumped to
your 1020 in FULL COLOUR. Just boot up the tape, select your favourite
picture and let the software do the rest.

CASSETTE ONLY

Originally £14.95 OUR PRICE JUST £2.95

PLANETARIUM

Fun or education? Both really in this fascinating look at the heavens. Over 1200
stars, 8 constellations, the solar system and more than 300 deep-sky ohjects are
depicted in this program that allows you to view the universe. You can make stellar

and planetary maps, study eclipses, learn about latitude and longitude and much more,

1050 DRIVE ONLY  Normally £16.95
Please stale when ordering if

you have a US Doubler fitied OUH PHICE E 6.95

HOME FILING MANAGER/PAY OFF

DISK ONLY

The Home Filing Manager record keeping system that simulates index cards on
your Atari, keeps track of almost anything together with The Pay-Off Adventure
- your chance to sample an adventure in classic style. This two disk set also
includes some top class graphics demos.

SPECIAL PRICE - ONLY £1

PROOFREADER

Users of Atariwriter will be delighted with this, the long lost spelling checker for
the Atariwriter cartridge! Proofreader may be loaded alongside Atariwriter to
give you instant access to a dictionary of 36,000 words, If that is not enough you
can add your ewn words as you go. Errors are highlighted on screen for
correction, unusual words can be saved and you can look up spellings.

DISK

ony  OUR PRICE £5.95

MACRO ASSEMBLER

The Macro Assembler will allow you to ereate your own machine language
games and applications five times faster than with the Assembler Editor
cartridge and it can assemble as many as 1600 symbol definitions with no limit
on program size. You can duplicate code, optionally assemble code and modu-
larise your program. A Program-Text Editor is included.

Normally £19.95
OUR PRICE £7.95

DISK
ONLY

BASIC CARTRIDGE

Why would you want a Basic Cartridge when Basic is already built in to your
machine? Well some programs, especially some early public domain programs
won't run on the XL/XE but they will if you plug in the old version of Basic.
Much more convenient than having to boot in the old Basic from disk and, at
this price, worth having just as a backup.

OUR PRICE £3.95

ROM
CARTRIDGE
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HANGMAN

The original computer education game suitable for ages from 8 o

adult-Three levels of play with 40 words in each. You play against the

computer by guessing the word the computer has chosen. Uses
CASSETTE

keyboard or joystick.
ssere  QUR PRICE JUST 99P!

STRANGE ODYSSEY

At the galaxy’s rim, there are rewards aplenty o be harvested from a long-dead
alien civilization, Fabulous (reasures ... advanced technologies far beyond human
ken .. All this and more awaits the brave galactic Adventurer. Bul will you be
able to recover the wealth and return home? Prepare vourself for a Strange
Odyssey! Scoft Adams Graphic Adventure 86 is a Moderate level adventure,

Original price £19.95
ibiad riginal price

onoy OUR PRICE £7.95

HARDBALL

American League baseball at it’s very best. A highly regarded game - check oul
the review in Issue 45 *THE best sports simulation on the Atari’. Look over the
pitchers shoulder as he throws the ball to the waiting trio of batter, catcher and
umpire, In HardBall you can hit, run, steal, blunt and dive, change the fielders
and do everything you can do in the real game. For one or two players,

Normally £14.95
ROM

CARTRIDGE OUH PRICE £7-95

GALAXIAN

Another arcade conversion that retains all of the addictiveness of the original
and still stands as one of the all time classics. Blast the galaxians as they advance
in formation and peel off to attack. With one or two players and 10 skill levels
you'll be entertained for a long time, Includes an easy option for beginners.

Normally £12.95
ROM

CARTRIDGE OUR PRICE £6-95

TAIL OF BETA LYRAE

Our A-Z of Atari Software series says "The ultimate “Scramble’ clone with
superb graphics and music. This humdinger of a horizontally scrolling shoot “em
up was written by Philip Price, and the music was by Gary Gilbertson, They
later went on to write the *Aliernate Reality’ games." This is one of the few
original “classics” right up there with the top arcade games of all time. (ive your
eyes, ears and reactions an unforgettable treat?

cassetre  QUR PRICE JUST 99P!

ONLY

RESCUE ON FRACTALUS

Ask old hands what was one of the best games ever for the Atari and a good
proportion of them will say Rescue on Fractalus, This game from Lucasfilm set
new standards in computer games combining a space fight simulator with a
rescue mission. Super, ever changing, 3-I} scenery as you fly through the
muountains to land on the planet and rescue stranded pilots.

St Normally £14.95
CARTRIDGE OUR PRICE £6.95

BALLBLAZER

Another from Lucasfilm, this top guality split screen game takes place in a
games arena of the future. You are strapped into a Rotofoil hovercraft-like
vehicle that skims over the surface of the playfield at 50 metres per second. The
abject is simple, just release your Plasmorh through vour opponent’s goal. Two-
player simultaneous play with first person perspective for both players.

e Normally £14.95
carrance  OUR PRICE £6.95

SUPER BREAKOUT

Breakout was the original simple vet totally addictive game and this enhanced
version will provide even more addictive fun. Several variations on the hasic
theme are available for one to four players (up to 8 on the 400/8008). NOTE that
this game requires paddle controllers,

Normally £9.95
ROM

CARTRIDGE OUH PHICE £3-95

STAR RAIDERS 2

The original Star Raiders is updated with better graphics and sound. Your job

is to clear cach sector whilst ensuring thai the enemy do not overrun planets in
another part of the galaxy. It will take skill in deciding which sector to warp (o,
can you afford to clear a sector or will you have to leave o defend a planet and
return later! A great follow up to an all time classic.

Lo Normally £14.95
CARTRIDGE OUH PRICE £6-95

LODE RUNNER

Anather classic, perhaps the best of all platform games. You are a highly trained
Galactic commando deep in enemy territory. Your mission is to infiltrate all 75
of the enemy’s subterranean levels to recover every last piece of gold, You are
equipped with a laser drill pisiol but you'll need cunning, speed and agility.
Lode Runner includes a unigue extra that allows you fo create your own levels,

i Normally £14.95
cartrince OUR PRICE £7.95

SILENT BUTLER

The all round personal finance planner that keeps track of three bank
accounts, maintains income records, reminds you of birthdays, annive-
rsaries and important dates and generally keeps vou up to date on
your financial status,

iginally £14.95
o O riginally 5

oney  OUR PRICE £6.95

ONE ON ONE

Play basketball with twi of America’s top players in this grest sports simulation
which features realistic offensive and defensive moves, fatigue factors, hot
streaks, a shot clock, even instant repay and a shattering backboard! Like the
game of baskethall itzelf, One-on-Cne rewards you for playving with your head
as well as your hands.

Normally £14.95
ROM

CARTRIDGE OUH PHICE £6.95

FIGHT NIGHT

Fight Might brings you all the thrills of the boxing ring as vou face five of the
mast brutal fighters ever. lis five separate battles are total war with releniless
sction. The Boxing Construction Sel allows you and your opponent to create
your own perfect boxers, selecting stamina, intellect and style. Step inio the ring
to pit your perfect boxer against the computer or another opponent. 12 players.

Normally £14.95
OUR PRICE £7.95

ROM
CARTRIDGE

DESERT FALCON

A version of (he classic Blue Max that finds vou flyving across the desert Indiana
Jones style searching for hieroglyphics hidden in the desert sands. You need to
survive long enough to destroy the howling Sphinx. The longer you survive and
the further you proceed, the more perilbus your mission becomes. IT you destroy
the Sphinx you gel to gain the bonus round for even higher points. Four levels,

Normally £14.95

OUR PRICE £7.95

ROM
CARTRIDGE
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ORDER FORM l

ALL ITEMS FOR XL/XE

NEW SOFTWARE SERIOUS SOFTWARE GAMES SOFTWARE CA_S§ TELIES
1 See Insiae Ir ver
ty. | Title Price | Total Gty. | Title Price | Total Qty. | Tithe Price | Tofal Oty Tithe Total
ARCHON £7.05 BASIC CARTRIDGE | £3.95 BALLBLAZER £ 595
BATTLECRUISER | £9.95 HOME FILING MAN. | PAY OFF| £ 1.00 BLUE A T
COLOSSUS CHESS #Disk]| £ 6.95 INV TO PROGRAMMING 2 | £ 2.95 ;
COLOSSUS CHESS 4(Cas) | £ 6.95 JUGGLESHOUSE | £5.05 CAVERNSOF MARS | £4.95
CONFLICT IN VIETNAM | £ 5.95 JUGGLES RAINBOW | £595 DESERT FALCON £7.95
DECISION IN THE DESERT | £ 5.95 JUGGLES RANBOWHOUSE | € 9.95 GALANIAN £6.95
DRUID £3.95 JUGGLES RAINBOW - DISK | € 5.95
ETERMAL DAGGER | £8.95 LETTER WIZARD [ 5.95 EIIET'I?IHALL ET.H:
FLIGHT SIMULATOR 11| £ 9.95 WACRO ASSENBLER | £7.55 NIGHT £7.95]
GALUMNTLET £7.95 MASTERTYPE £205 LODE RUNNER £745
Eﬁgﬁ”;;::::;g E ;:: MICROSOFT BASIC | £5.95 MAXWELLSDEMON | £1.99
e L2 MACHITE e MISSILE CONNAND | £555
E::E'EEE;T"'.’W“H o PRINT SHOP GRAPHICS | | £ 4.95 NOON PATROL £635
(Disk) £795 MR ROBOT - CASS £1.99
CANGELOT (Coss] T £7.5 PRINT SHOP GRAPHICS3 | € 4.95
WG ALLEY ACE T605 PRINT SHOP (BOTH) £895 MR ROBOT - DISK £199
NATO COMMANDER | £5.95 |PROOFREADER £5.95 ONE ON ONE £6.95
PAC-MAN £6.95 SCREEN DUMP 1020 | €299 RESCUE ON FRACTULES | £6.85 ST
PANZER GRENADIER | £9.95 %{ET“;E%'EE“ E E:: ROBOTRON 2088 T0%5
SARGON Ill CHESS | £5.95 ~ '
S g TMEWEE T STARRADERS2 | C6.5 99p CASSETTES
SMASH HITS 7 £ 3.5 TOUCH TYPING £495 STRANGE ODYSSEY | £7.95 Qty. | Tithe Price | Total
SOLO FLIGHT £5.95 TYPO ATTACK £ 6.95 SUPER BREAKOUT £ .05 HANGMAN £ 0.9
SPINDIZZY £4.95 JAXXON - CASS 1299 TAIL OF BETALYRAE | £0.9
| Total Tola] | ZAXION - DISK 129 Tota
Z0RK £245 FREE NIBBLER -
PAGE 6 SOFTWARE BOOKS Totl IF ORDER TOTALS £10 or more (ex. postage)
All on disk unless shown aty. | Tie Price | Total DISK ONLY - TICK IF REQUIRED I:l
" T :
. ":: - PR e EASY PROGRAMMING | £ 435 PUBLIC DOMAIN ETC. TOTALS
TRANSDISK IV | £12.5 MCROENQURER | £ 1.0 5 2 g
TARITALK Oty | Title Price| Total oftware -
£19.95 ATARI ADVENTURES | €150 e o Bodks £
M"'-" ﬂFF|‘CE Il 514.95 "I'F"T“E STRATE'ET G.Il.HES ¢ I.SD ‘ v
, §-BIT REFERENCE GUIDE £ 605 Post and Facklng gngbove £ 1.00
SPELL ME - Disk | £6.95 : :
TURBO BASIC | £ 385 Public Domain £
Total = PAGE 6 Software ¢
Total £

TELEPHONE ORDERS 0785 213928

MNOTE: Post and packn;g as shown MUST be added to all software excluding
xecial cassettes, public domaln and PAGE 6 Software. Most goods will be
tched within a few days but please allow up to 28 days for delivery

Name

[] 1 enclose cheque/P.O. for £
Address

D | authorise you to debit my credit card
[Jvisa [Jaccess [JEUROCARD [ JMASTERCARD

My card number is:

o e o s o
Expiry date: D[:I DD !

Signature

Total Order £
OVERSEAS postage PLUS 25%* ¢
Total £

** NOTE OVERSEAS POSTAGE CAN SOMETIMES EXCEED THE VALUE OF THE ORDER - IF
THIS OCCURS WE WILL WRITE TO YOU BEFORE SHIPPING

Please ensure that the name and address shown are
Please make cheques payable to PAGE 6 the same as the cardholders.

POST TO: PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR Tel. 0785 213928  FAX: 0785 54355




ST rFiLE

NEW LYNX SOFTWARE

Nothing to do with the ST this, but a large number of ST owners also
have Lynx machines to continue their addiction wherever they may find
themselves, so we thought it might be of interest to report forthcoming
software for the Lynx this issue.

Atari have a most impressive array of software lined up for 1992 some
of which will have been released by the time you read this. There are
over 30 new titles scheduled for release during the first six months of
the year including popular coin-op games such as TOKI, XYBOTS, 720
and ROLLING THUNDER as well as conversions of many of the most
popular ST games such as LEMMINGS, SHADOW OF THE BEAST and EYE
OF THE BEHOLDER, Atari themselves have a line up of sports titles for
1992 with NFL FOOTBALL, HOCKEY, MALIBU BIKINI VOLLEYBALL (not
yat a recognised Olympic sport we suspect!), WORLD CLASS SOCCER
and more.

Some other titles include GOLF, CHECKERED FLAG, a racing game in
which you can construct your own courses, FIDELITY ULTIMATE CHESS
and several arcade style games such as BASKETBRAWL, VIKING CHILD,
and GRID RUNNER.

All in all 1992 looks like being an interesting year for Lynx owners,
provided Atari do actually release all their stuff. How many times have
old Atari hands read of ‘imminent’ releases that never quite made jt?

NEW BOOKS

Kuma have recently published two interesting guides for those interested
in DTP on the ST, respectively, Desktop Publishing with Calamus and
Desktop Publishing with Timeworks These books each contain introduc-
tions to DTP and the respective software, followed by several ‘projects’
which take you step by step through the stages of creating a particular
document. Unlike many DTP books these take into account the basic
principles of page layout and design so that, hopefully, some of the
more scrappy examples of DTP seen everywhere will not be repeated.
The books retail at £14.95 and are available now. In the event that you
can't find copies at your local store, give Kuma a ring on 0734 844335

GUIDING LIGHT CLOSED

There are new regulations governing the use of 0898 numbers intended
to close down some of the unsavoury or money-grabbing services.
Unfortunately these regulations apply to all services and involve enor-
mous financial outlay which the Guiding Light could not afford so, sadly,
the Guiding Light Adventure Helpline has had to close for the moment.

Jackie still has some computerised helplines for specific adventures
{like the Magic Pockets one mentioned in this issue) and is investigating
ways of getting some form of Helpline going again in 1992. In the
meantime | am sure that we would all like to thank Jackie and her crew
for the invaluable help they have given so many of us over the last
couple of years and wish them all the best for the future.

ST SOFTWARE REVIEWED THIS ISSUE from
top to bottom MAGIC POCKETS, PIT FIGHTER
and UTOPIA
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DESK TOP PUBLISHING

TIMEWORKS 2

I ike many Alari users, my interest
in desk top publishing (DTF) was
originally aroused years ago by

Broderbund’s classic Print Shop program

on the 8-bit machines. In fact my family

STILL regularly use it, although it's really

designed for just a small range of

"domestic” DTP tasks. I've recently been

looking for something a little more

sophisticated though, and realistically
this means an ST based package. GST's

Timeworks Publisher is one of the most

popular, so | was delighted to receive an
invitation to GS5T's galactic HQ in St. Ives
to see their brand new Timeworks Pub-
lisher 2 demonstrated - and to collect a
review copy.

The package includes six(!) double sided
disks plus a high quality 284 page ring-
bound manual. The first job is to tailor
the program to your machine's configura
tion, after which you'll typically find it fits
onto just two disks, one for program code
and one for fonts. You'll also need a data
disk to hold your documents,

Minimum hardware configuration is an
ST(E) with 512K and one double sided
floppy disk drive. However, 1MB memory
and two drives is strongly recommended,
but even this has limitations. ZMB
makes life much easier, and adding a
hard disk to this makes it better still. It
will also run on a TT, Medium resolution
colour displays are supported, but high-
res monochrome is preferable. Printer
drivers are supplied for Epson 9/24 pin
and G4 laser printers, NEC 24-pin,
Canon BJ10 BubbleJet; HP Laser.Jet
2/Plus: Atari laser; several PostScript
printers; and others compatible with
these.

TIMEWORKS PUBLISHER 2

GST Soffware Products
£129.95

Reviewed by
John S Davison

lssue 54 - Mew Alari User

NEW FEATURES

Users of the original Timeworks Pub-
lisher should feel at home with this new
version as it has the same look and feel -
plus a long list of new facilities and im-
provements. These include four addition
al fonts; three additional text styles; im
porting of text and graphics from a wider
range of external wordprocessor and
paint programs; automatic text flow of
imported text files; use of irregular bor-
ders for flowing text round graphics; abil-
ity to name and export blocks of typed
text: custom paper sizes up to 22.5 in-
ches square; five alternative page num
bering formats; improved tab handling;
multi-page add/delete; automatic timed
backup of current document; manipula-
tion of groups of text/graphics {rames;
simultaneous support of up to four diffe-
rent printers; ability to omit pictures
when draft printing documents; and cus-
tomisable program defaults. Phew!

The main working screen displays a
window containing the page you're work-
ing on, with scrollbars provided for hand-
ling pages too big to fit into it. Across the
top is the usual menu bar, and at top left
is a four icon "toolkit" controlling the
program's four main modes of operation -
Frame, Paragraph, Text, and Draw
modes. Below this is the "Browser” area
with contents depending on the mode
you're using, e.g. lists of text styles, pic-
ture flles, drawing tools, etc. Finally, bot-
tom left shows a page icon indicating the
number of the page currently displayed.
and whether it's a left or right hand one.

A 'master page” may be defined as a
template for the overall style common to
all pages in the document, e.g. to specify
page headers, footers, page numbering,
and column guides. These guides divide
each page into vertical columns onto
which "frames"” containing your text and
graphics can be laid. You can also define
top, bottom, left, and right margin
dimensions; distance between columns;
page size; and horizontal and vertical
page oflsel. Left and right hand master
pages can be defined and the program
alternates them appropriately through-
out your document. These definitions
(plus additional items) can be saved on
disk as a reloadable "style sheet”, s0 you

can easily create other documents later
using the same overall style.

PAGE LAYOUT

When starting to lay out the page the
screen displays a representation of it,
blank except for data from the master
page. You can view this in a number of
sizes, from twice normal size for accurate
positioning of text, etc., down to two
pages on the screen at once for viewing
the overall layout of left /right page pairs.
Vertical and horizontal rulers at the top
and left side of the screen can be acti-
vated for accurate positioning.

The first layout task is to divide up the
page into separate "frames", rectangular
areas into which text or graphics may be
placed. This is achieved either directly
using the mouse or by keying in the
frame's position and dimensions. Frames
can overlap each other il required, and
"handles" on each corner and edge per-
mit you to easily resize or reposition
them on the page at any time. The frames
can optionally be made to "snap-to” the
column guides defined earlier, making
accurate alignment a simple task. The
frames themselves are normally invisible
on printout, but can be given visible bor-
ders or even tinted if required.

Frames need filling with text or
graphics. Text may be input in several
ways, the easiest being to key it directly
into a selected frame. Text editing facili-
ties are fairly basic, so for large amounts
of text you'd probably want to prepare it
with a separate word processor then "im
port” it into Timeworks. This facility can
read flles in many different word proces-
sor formats including First Word Plus;
Locoscript; MS Word 4/5; MS Works;
Multimate; Word Perfect 4 /5; and Word-
star /Wordstar 2000. Other word proces-
sors may be used providing they can out
put files in one of the above formats, or
in ASCII; DCA/RFT; or IBM Displaywrite
RFT formats.

If there's too much Imported text to fit
into one frame it can be quickly "flowed"
from one frame to another, even across
page boundaries if necessary. You can
also arrange for [rame borders to "repel”
text, so il can't become obscured by re
positioning another frame over it. The
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text just gets "reflowed” around the
edges, and following text gets automatic-
ally repositioned as required. Clever!

KERNING

Some of the more unusual features in-
clude the handling of discretionary
hyphens: "non-breaking” spaces; and
"kerning" - adjusting the spacing be-
tween adjacent pairs of letters to make
them look neater, especially useful with
large headline fonts. You can also change
the basic style of any part of the text, by
highlighting it with the mouse then
choosing from bold:; underlined; italic;
light; outlined; boxed; rounded boxed;
strikethrough; white (on black back-
ground); superscript; and subscript
styles. You can also use combinations of
these, e.g bold italie, if required.

There's also a cholee of fonts supplied in
various sizes - Serif; Sans; Rockface; Au-

2 paragraph in your
document, e.g. headline. subheading,
bodytext. To use them just click on a
paragraph to highlight it, then click on
the required paragraph type, and the text
immediately reformats using the new
specifications.

Frames may also be filled with graphics,
Timeworks can import graphics files from
most popular paint, drawing, and
graphics programs including
NeoChrome; Degas; GEM images or out-
line/vector drawings; PC Paintbrush;
Lotus products; and Deluxe Paint. File
types supported include .NEO; .P11/2/3;
AMG; .GEM: .PI1/2/3; .PCX; .PIC; .EFS;
IFF; plus TIFF format.

If the picture looks wrong on the page
you can resize its frame or slide it around
and Timeworks will automatically rescale
and reposition it, and also repel and re-
flow any adjacent text as necessary. It's
now possible to draw an irregular shaped
border around a picture for use as the
repel boundary, for a more professional
look or for special effects. Further, you

can "crop” a picture by "rubber-banding”
a section of it with the mouse, Timeworks
discards the non-selected part then res-
cales the remainder to fill the frame
again. There's also a limited pixel editing
capabhility for bit mapped pictures.

DRAWING TOOLS

You can also switch into Draw Mode to
create graphics directly in a frame. Draw-
ing tools available include straight line;
polyline; freehand line; box; rounded box;
ellipse; and circle. There's a choice of line
thickness in broken or unbroken style,
with or without arrows on either end.
Enclosed shapes can also be filled with
one of many available fill patterns.

After creating your document you can
print as many coples of any selected page
or group of pages as you wish. It's also
possible to print just the right hand or
left hand pages. and to pause between
sheets to facilitate page "duplexing”
(printing consecutive pages on bath sides -
of the paper). Reverse order printing and ¥
multiple copy collation may also be spe-
cified. The output looks excellent even on
lowly 9-pin printers, but you must use a
decent ribbon for best results.

The only problem I had was caused by
insufficlent memory on my 1MB STE,
which caused Timeworks to start scaling
the bitmapped fonts to get different sizes,
instead of loading the pukka versions. It
gives NO warning of this - you only know
it's happened when you see the poor
quality. blocky, uneven looking output.
Circumvention is to comment out un-
used font entries in the ASSIGN.SYS file,
releasing memory for the fonts you DO
want. Alternatively, buy more memory -
prices are very low at present!

Overall, I'm impressed with Timeworks
Publisher 2. It's relatively easy to use,
and its features should ensure it's cap-
able of tackling virtually any DTP task
the home, school, club, or 2mall business
user cares to throw at it. These could
include producing newsletters, cata-
logues, brochures, posters, signs, manu-
als, etc. It may not have every feature of
more upmarket DTF packages, but at its
price it offers great value for money, So, if
you're looking for a DTP package put this
one on your shortlist.
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FLIGHT SIMULATION

AT ™

details of which are
available in the
Briefing Room from
your commanding

t's a while since [ reviewed a helicop-
I ter simulator, so I was pleased to try

this new offering from Core Design.
Initially I thought it might be just a Gun-
ship clone, as it shares many commaon
features with that classic from Microp
rose. However, | soon discovered it's pret-
ty good in its own right.

It's supplied on two double sided disks

and runs on any STIE). but 1MB memory

is recommended - presumably because of

its extensive use of sampled sound. Re-
view machine was a 1MB STE.

Fredictably, Thunderhawk is a flight
combat simulator. The scenario casts
yvou as a member of the crack UN assault
team known as MERLIN, with the job of
flying the only operational example of the
AH-73M Thunderhawk, the latest thing
in rotary wing technology. MERLIN's role
is to defuse crisis situations anywhere in
the world before they escalate into full
scale conflict.

The program starts with a lengthy car-
toon style animated intro using sampled
speech, which you'll probably watch once
and skip over on subsequent loadings.
Then after some stirring sampled music
accompanying the title screen you enter
the "Common Room". Here you can
choose to use the "simulator” to learn
how to fly Thunderhawk (yes folks, it's a
flight simulator simulator!!); view your
achlevements to date; load/save details
of previously completed missions; or
enter the War Room or Briefing Room.

In the War Room you choose your cam-
paign from a selection covering Europe,
South America. Central America, Middle
East. SE Asia, and Alaska. Each cam-
paign is subdivided into ten missions.
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officer, Unfortun-
ately, each time you
die (i.e. frequently!)
you have to reload
your saved position
and repeat this
briefing procedure
before restarting
the mission. Even
using the skip facil-
ity provided it still
takes far too long

it really needs a
complete bypass
option. And while
I'm nitpicking
here's another nig-
gle - the program won't use two disk
drives, but annoyingly insists on swap-
ping disks on one drive.

Next you have to arm the helicopter with
appropriate weapons for the mission,
either selecting them yourself or via the
"Auto arm” option, which chooses them
for you. There's a wide choice including
unguided and infra-red. radar, and laser
guided missiles: various tvpes of bombs;
a runway cratering system: and a radar
jamming pack - enough to cope with vir
tually any situation. As you'd expect
Thunderhawk has the latest in weapon
delivery systems, and a night vision sys-
tem for use on nocturnal sorties.

Once in the cockpit you see the stan-
dard "through the windscreen” 3D view,
with important flight and weapon deliv-
ery data projected onto a Head Up Dis-
play. The outside view is handled well,
with terrain depicting hills. roads, rivers,
lakes, etc. appropriate to the campaign
scenario, There are also bridges, air-
fields, factories, and other miscellaneous
structures, plus gunboats, submarines,
and all manner of other military hard-
ware - all of which explode and burn
when hit by your considerable firepower,
Below the windscreen is an instrument
panel. but it has no traditional flight in
struments - only displays showing threat
warnings, weapons inventory, and dam-
age assessment.

In external view mode you can watch
yourself flying, with the viewpoint set to
any desired angle and distance. You can
alzo view things {rom the target view-
point, or even from the missile or bomb
as it’s launched towards its target.

For me though, it's the enemy aircraft

UNDERRAWN

encountered which provide the real ex-
citement. These include (Soviet model)
helicopter gunships and jet fighters, the
animation of which is superb, being
smooth, lifelike, and often VERY fast!
Good shooting on your part results in
their rapid departure earthwards, trailing
smoke and flames in spectacular man-
ner. Some missions also have you escort-
ing friendly Chinook transport helicop-
ters, and you can fly in formation with
them, or buzz around them as yvou per-
form yvour aerial shepherding role. Great
fun!

Flight controls and weapon selection/
firing are all mouse controlled, and are
operated with just one hand. It takes a
little practice, bul soon becomes secornd
nature. It's just as well as you need a
hand free to operate keys to release radar
jamming chaff and flare decoys when
enemy missiles start coming at you. I did
find control a little oversensitive some
times though, particularly when landing.

| like my flight simulators to be based
on real life aireraft, so I was initially dis-
appointed to find that Thunderhawlk and
many of its weapons systems are purely
fictional. However, personal prejudice
was soon left behind, as the program
superbly captures the essence of high
performance helicopter combat. As a
flight simulator it's not as sophisticated
as Gunship, but it's got the edge in terms
of combat. It's also incredibly addictive -
it took great effort to tear myself away to
write this article! In fact, I'm going back
to it right now!

@ SIGHT AND SOUND - excellent
graphics and good sound help make
this one of the most exciting flight com-
bat simulators currently available

@ GAMEPLAY - very addictive, with
enough scope and challenge io ensure
lasting interest

@ VERDICT - it's terrific; a treat _for all
flight combat_fans!

AH-73M THUNDERHAWK
Core Design
£29.99

Reviewed by
John S Davison




SIMULATION

UTOPIA

Lopia is a Sim-City /Populous
style game. You must develop a

colony into the perfect world. Un-
fortunately. there are aliens thwarting
your every move. The game is mouse and
icon driven, enabling building, spying,
financing, ete. Utopia 1s quite difficult to
understand at first and it can be quite
hard to work out what some of the icons
mean. but there is a tutorial that gives
you step-by-step instructions and ex-
plains all of the menus. It is worth doing
this before trying one of the real scena-
rios,

You must build living quarters, life sup-
port facilities, mines and laboratories,
not to mention military buildings and
food resources and dozens of other strue-
tures to help yvour people not only sur-
vive, but enjoy life as well. You must
assign people first to building and then
to working in the completed buildings.

To help you there are advisors: a senior
psychiatrist who deals with crime and
morale; a civil engineer who lists all your
buildings; a supreme commander for the
military side of things: the head of re-
search who will report on your latest in-
ventions and ask for money all the time!
There is also a financial consultant who

will tell vou where all your money is
going (it's always being spent on some-
thing), how little of it there is and what
your income is (if any!). And finally there
is the colony administrator who reports
on energy and food resources: how much

Title: UTOPIA
Publisher.  Gremlin
Price: £29.99
Reviewer, Sam O'Hare

was produced and
used in the previous
maonth.

The aliens come in
many different
shapes and sizes.
varying in each of the
ten scenarios. The
only way to get infor-
mation on them and
their city is through
spyving, which is ex
pensivel No funding
means no informa-
tion whatsoever. Giv-
ing up to 4.999 GR
(the local currency!)
to your spies only gets you low level sur-
veillance. 5,000 to 19,999 GR will equip
vou with normal intelligence activity and
fairly good information. If you are really
adventurous [or just plain rich!) then
20,000 GR plus will ensure that there
will be special operatives in use, giving
reliable and detailed information on a
regular basis. You can scroll through the
graphically presented reports to decide
on vour next plan of action.

Each race of allens has different equip-
ment and methods of attack and defence.
Some aliens have a mixture of both air
and ground forces, but are fairly weak.
Others only have ground [orces but they
are moderately strong. There are even
some races whose ground and air forces
are invisible to radar. To defend against
aliens you use missile launchers or
laser turrets, which you build
around your city, The lasers are
fired automatically [you may aim
them if you wish) but you have to
launch the missiles manually; once
launched they will lock on to an
enemy (either ground or air) and
destroy them. Military yards pro-
duce tanks and ships with which to
attack the enemy city.

Tank and aircraft movement is
controlled by placing markers on
the overhead map then directing the
vehicles to the markers. It can get
very frustrating moving markers
around in the middle of battles as it
takes a fairly long time, and usually by
the time your tank has reached the mar-
ker the enemy vehicle has moved and
you need to place another marker else-
where, Markers placed on buildings
make the tank patrol around the building
which keeps it safer than if the tank was

stationary on one side of the building.

For the first few vears you get grants
from Earth, but then it's up to you to
raise your own money. You do this main-
Iy by trade: selling vour own goods and
also buying from other people, keeping
the goods and selling them later for a
profit. There is also income from tax, but
you have to be careful not to put the rate
too high or your colonists will begin com-
plaining.

If you fund your research and build
enough laboratories then your sclentists
will invent things for vou, beginning with
compressed fuel tanks and space moss
converters, working their way up to mat
ter transporters, HDX missile launchers,
hover tanks and land mines, ete. You can
choose Lo give your scientists either a
civilian or military grant but remember to
fund them regularly as they use money
up VERY fast.

A very detailed and varied game, switch-
ing between developing vour colony,
fighting off aliens and trying to achieve
the ultimate objective of making your
people happy! When the quality of life
reaches 80% then you are awarded a
medal and are probably ready to try the
next of the 10 scenarios.

@ SIGHT & SOUND - Excellent graphics.
Good music with a choice af 4 different
soundtracks, or you can have FX
which are af equally good quality

® GAMEPLAY - Very good and fairly
addictive. A well designed mouse /icon
interface makes it very easy to operate

@ VERDICT - A brilliant game, if you are
a Sim-city or Populous fan it is definite-
ly worth buying
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PD

Paul Rixon’s

Disappointed
that Neochrome
has been with-
drawn? Well,
now there’s an
alternative

Atari have been keen to emphasise
the creativity applications of ST
computing. With the rising popularity of
dedicated games consoles and the unde-

niable success of that machine from
Atari's long-time rival, it's hardly surpris-
ing that Atari have sought a new market-
ing angle ({though perhaps unusual that
they've taken any action at alll).

The pre-Christmas ad's drew attention
to the educational, musical and graphical
capabilities of ST machines - 'computers
that are real things, not play things!",
Ironically the campaign coincided with
Atari's decision to crack down on librar-
ies who were stocking certain programs
they thought were PD, but were technic-
ally not. The result was that some
creativity applications could no longer be
obtained! One of the affected programs
was Neochrome, one of two long-estab-
lished 'standards’ in the world of ST art.
It would seem that the earliest version of
Neochrome is officially classified Public
Domain, but the later releases are not,
The good news is that a new art package
was recently added to the Page 6 Library.
Time to check it out!

I n their recent television advertising

STEP FORWARD
RENOIR!

The disk is appropriately named
ARTIST'S TOOLBOX and as well as the
central program there are some bonus
flles too. For starters there's a demo of
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XS FX/D'ARTISTE two excellent drawing programs in one

Electronic Arts’ DELUXE PAINT (version
I is now commercially available). All the
basic drawing functions appear to work
and although you can't save any pic-
tures, the demo provides an ideal oppor-
tunity to "try before you buy’. However,
before you empty vour wallet on a full-
priced package, be sure to check out the
main contents of this disk: XS FX/D'AR-
TISTE is a drawing program with a
plethora of useful features. It will run on
all 5Ts with a minimum one megabyte
RAM and great news for STE owners is
that it's been designed to utilise the addi-
tional colours available - a total of 4096
inn all. If you have GDOS, yvou can option-
ally install this with D'ARTISTE and add
text to your pictures using the fonts sup-
plied on disk.

X5 FX/IVARTISTE is divided into two
logical components, each connected by a
common menu system - hence the
strange title. The D'ARTISTE part pro-
vides the basic painting functions to
assist your creativity whilst XS FX is a
collection of special effects that you can
apply to existing pictures. The author
originally intended to write a tool that
would save pictures for inclusion in his
own programs and the file options reflect
this key functionality. As well as the ahbil-
ity to load and save graphics in
Neochrome or Degas format, the program

has [acilities to clip sections of a picture
and save them to disk as a 'Put’ or a
"Sprite’. All you do is mark out the re-
quired area. Puts and Sprites can be im-
ported back into other pictures, the dif:
ference being that Sprites have an asso-
ciated mask file that prevents the back-
ground detail being obliterated. The
documentation file explains everything
you need to know and includes an exam-
ple section of code which GFA Basic
Programmers can use to read clipped
artwork back into their own programs,
Although most of D'Artiste’s functions
are invoked by pointing at icons, several
keys must be used in conjunction with
selected items.
The space bar is generally used to dis-
play a palette from which you can choose
the required colour. Undo enables you to
abandon the last action you took and
Return is used to toggle certain features.
The M key takes you into multi-coloured
drawing mode whilst the number keys
perform a sizing function for many of the
tools available - when drawing freehand
for example, they change the size of the
‘brush’. For detailed adjustments to the
image you can switch into Pixel magnifi
cation mode. As you'd expect there are
tools to draw lines (either one-off or in-
crementally), fill areas with blocks of col-
our, draw filled or outline boxes, create



circles and ellipses, and splatter the
screen with an air brush effect. Less
common utilities enable you to plot Be-
zier Curves and animate sprites sets,

Depending on the memory configuration
of your machine, you're allowed either
two or five simultaneous buffers (or work
areas) in which to exercise your artistic
talents. Some of the options on the X8/
FX menu therefore allow you to switch
between buffers and copy pictures from
one buffer to another. With a swift click
you can flip the current picture about its
horizontal or vertical axis. With similar
case you can mess around with the size
of the image - it can be halved or doubled
along both or either axis. The luminosity
of a picture can be modified globally by
adding or subtracting measures of the
red, green and blue colour components.
If you want to produce some really
strange pictures, check out the unique
range of special effects! The consequ-
ences of Negate, Crystallise, Mosaic, ,
Stain, Frost Up and Smear almost speak
for themselves. For a finishing touch you
can animate your masterpiece by cycling
though a specified range of colours or
using limited page flipping techniques.

Ignoring all the non-essential bells and
whistles, the question is whether or not
DArtiste is an adequate alternative to
MNeochrome 0.9. A quick comparison pro-
vides the answer - yes! Although it may
be argued that Neochrome is a little
easier to use, you will soon become
accustomed to the D'Artiste interface.
D’Artiste seems to offer the average user
all the drawing tools he's ever likely to
need, not to mention lots of others he
probably hasn't thought of!

If artistic talent isn't something you
write in a prominent place on your CV,
it's useful to know that the public do-
main is chock full of ready-made pictures
which you can modify, copy, use to pro-
voke inspiration or simply look at. There
are far too many disks to mention here
and you're advised to consult the library
catalogues for the relevant descriptions.
The subjects range from wild flowers,
animals and cars to sci-fi and pin-up
girls, Take your pick!

THE LIGHT
SYNTH

All this creative activity may seem
rather an unnecessary exertion, so why
not turn down the lights, turm up the
music and relax. Time for a session of
COLOURSPACE. Jell Minter's famous
light synth’ started life as Psychedelia on
the C64 and was then enhanced and
released as Colourspace on the B-bit
Atari. The ST version has been further
developed into a package called Trip-a
Tron and Jeff has devised the ideal
advertisement for this product - by re--

launching Colourspace as Shareware.
Although a small amount of documenta-
tion is included. if you officially register
with Llamasoft (for the affordable sum of
five pounds) they'll provide you with a
proper manual and a wallet to keep it
safe. Naturally Llamasoft hope you'll
enjoy Colourspace so much you'll decide
to splash out £20 on Trip-a-Tron!

Incidentally, the definition of a light
synithesizer is that it's an instrument
which produces dynamic patterns and
colour sequences under the control of the
operator. It's generally used with musical
accompaniment. The basic instructions
are pretty stralghtforward: The first thing
yvou're asked to do is make a cup of tea. |
guess Coffee would probably do but it
does specify tea in the documentation!
The next step is to set up your favourite
music in the background. and turn down
the lighting. Boot up Colourspace, pick
up the mouse and wiggle it around on
vour desk. Watch what happens, wiggle
it some more, and don't forget to sip the
tea before it gets cold!

Colourspace is all about patterns and
colours. You can press various keys for
different effects - such as changing the
symmetry or pattern shapes. There are
twenty preset modes available when you
load up the system, but you can easily
change them. You can design your own
pattern shapes, starfield effects and
palette selections and assign them to
preset ‘slots’. You can record mouse
movements and play them back later.
There are many other features which
aren't mentioned in the brief notes pro-
vided so the best strategy is to experi-
ment - just press all the keys and see
what happens! Reviewing Colourspace is

in this article are:

ST547 COLOURSPACE
ST573 TOM & JERRY
ST576 ARTIST'S TOOLBOX

Prices for standard disks are £2.95 each or £2.50 each for ten or more.
Write to PAGE 6, P.O. Box 54, Stafford, ST16 1DR
Telephone 0785 213928 or FAX 0785 54355 with credit card orders

COLOURSPACE -

Jeff Minter’s tot-
ally unique crea-
tion that has yet
to be copied -
now available as
Shareware

no easy task - it's a program that you
experience rather than talk about! You'll
either love it or loathe it. J.M. is to be
congratulated on his perseverance in
Shareware marketing, an exercise he
says has proved very successful. Keep
'em coming Jeff!

CAT ‘N’ MOUSE

Now for something that’s a bit different -
a disk that's completely useless! Well, not
exactly, TOM & JERRY is a brilliant ani-
mated sequence quite unlike those you
may have seen before. All you have to do
is sit back and watch over ninety seconds
of cartoon antics with the famous duo up
to their usual violent tricks. The superbly
animated graphics are accompanied by
lots of digitised music and speech and
the whole things fits together into a short
story, just like a TV cartoon. The quality
is incredible. The programs were appa-
rently written in STOS, though vou prob-
ably won't believe it's true when you see
the demal

SO ... TILL
NEXT TIME

Well, that's all folks (sorry, it had to be
said!). Next issue's topic has vet to be
decided so if you have any comments or
thoughts on PD matters, why not drop
me a line at the Page 6 address. Don't
miss that Tom and Jerry demo, it's really
good!

HOW TO GET THEM

All of the disks featured in PD World are available from the PAGE 6 ST library. Each has a
unigue reference code which you should use when ordering or making enquiries. Please
contact PAGE 6 if you don’t have a copy of their Accessory Shop leaflets and check the
system requirements for each disk, THE PAGE 6 CATALOG DISK containing a full list of
disk names and confents is available from the library, priced at £1. The disks referred to
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S.P O EBES

RUGEBY

+ THE WORLD CUP

fication has to be numeric

ow here is a thing, only
N three months after the

event, the game! It is tra-
ditional in reviewing sports
simulations to give a brief expla-
nation of the game in question,
but following the feast of Rugby
that was served up in the Au-
tumn with all the associated
fever of England in the finals
most people must have some
idea. Nevertheless it seems that
Domark in their attempt to pro-
duce a simulation have man-
aged to miss some of the games
finer points, such as the differ-
ence between a maul and a
+ scrum. I shall expand on these little ano-
malies later but, as an introduction, let it
suffice to say that Rughby is a game of
hand and football in which one team
attempts to progress the ball up a field of
play while the other side does its best to
maim the carrier. It was once taught in
many secondary schools and the Welsh
were meant to be very good at it.

The game takes most of these precepts
on board and even includes a sensible
booklet explaining the basic tenets of the
game. The instructions attempt to point
out that there is a definite hierarchy in
which some teams, namely the Home
countries, New Zealand, Australia and
France are meant to be better than every-
one else, (it seems no-one told this to
Western Samoa though!). The game is
packaged very attractively in a multi-col-
oured box and the accompanying disk is
packed with what amounts to a very good
game.

Some long time readers may well re-
member the Advanced Rugby League
simulator and be worried that similar
problems will arise but it cheers me to
say this is not the case. This game is very
similar to Kick Off in style, with a little
grid to allow viewing of the player's place-
ments on the pitch and the option to
cycle control to various defenders. Itisa
game that is extremely rough on joys-

Title: RUGBY THE WORLD CUP
Publisher: Domark
Price: £25.99

Reviewer: Damon Howarth
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ticks since it necessitates a great deal of
wrist wiggling to enable such basics as
Scrums and line outs to take place.
Basically the team who can wiggle the
fastest will gain possession of the ball.

Rather cannily the individual teams
seem to have been programmed with a
base strength in scrimmage and it
seemed that when using Scotland
against Japan a great deal less effort was
needed to overcome their pack than was
necessary for the pack to win than when
playing Australia. Indeed with a compu-
ter controlled Australia the Scrum be-
came a pointless exercise that was a fore-
gone loss. This is where the game fell
down slightly, since the computer tactics
did not reflect actuality. The machine
had the sense to realise that any form of
tackle reverted to the set scrum, hence it
was most rewarding for the attacker to
boot an up and under, set up a scrum
and let the scrum half repeat this trick
on a win. This tactic meant that the
opposition never obtained the chance of
offensive play and severely limited the
swill passing teams' advantages.

This major grumble aside, the graphics
and effects are most pleasing and add to
a very strong realisation of the game. The
players troop on and off the field in an
ordered manner and even wear their
proper costumes, in fact [ was so im-
pressed with the authenticity of the
teams that | was most disappointed that
the All Blacks did not perform their Haka
dance to start! The action is very smooth
and, as stated earlier, is comparable to
the best parts of the Kick Off soccer
game. [t seemed sad that some persona-
lising of the players had not been man-
aged, since their numbers are shown
fairly well, and thus any potential identi-

rather than titular.

All the competing nations seem
to have been entered in to the
game which allows either for
world cup replays or for one off
"practice” matches. There is
also the facility for players to
take one country each and play
the game head to head thus
making it an interesting project
for those clubs which found
Kick Off leagues so entertain-
ing. | was disappointed that
there were no stat functions for
a series, thereby allowing the
playver to see who kicked most
penalties and scored most points ete. but
again this is a minor grumble.

The one thing a player must be equip-
ped with for this game is a strong wrist
and a very robust joystick. Not since the
Daley Thompson Decathlon days have |
had to wiggle so hard and so fast that my
fingers blistered. Overall this is a game
that presents a challenge to the indi-
vidual, both mental and physical. Aside
from one or two boobs the game is well
represented and at least in the early
stages allows for some measure of suc-
cess against the ST. [ actually got Scot-
land to the gquarter finals and the Aussies
to the Semis.

If you are an armchair sports fan this is
well worth investigating especially if you
have a cast iron joystick.

¥
o2

® GAMEPLAY - Fast and furious, good
responses from the stick but the ten-
dency to wear out the wrist, some-
times frustraling

@ SIGHT AND SOUND - Loading and
spot effects are strong the sprites large
and smooth, everything a sports sim
needs

@ OVERALL - Look this over, not a bad
garme at all




SIMULATION

MEGALOMANIA

new planet! And I have been
A chosen as one of the four who

can vie for the right to be the god
of this new world. The contest is to be
run through nine Epochs, in each of
which I must gain control of three is-
lands. These first ones are called Aloha,
Bazooka and Cilla and | have been allo-
cated 100 men with which to conquer
them all.

[ send 30 of them to Aloha to start the
action. This is a small island - only two
sectors - it's just me against Oberon.
Things are pretty primitive around here -
9500BC! Lots of wood lying around -
must leave plenty of people in the tower
to breed and gather materlals. Let's see if
they have any ideas about what to invent
- ah! yes, my guys are ready to start
thinking about how to design rocks or
catapults for offence or sticks or spears
for defence.

Think I'll try aggression first - let's go
straight for the catapult design: three of
you guys start working on it. Oh dear!
that’s going to take 33 cycles to complete

I doubt if my enemy will let me hang
around that long. I'll put another five on
to it and then allocate any new men that
we breed. Right, now speed up time to
9-times normal to see how it develops.
Greal - in only a couple of minutes | have
got another 10 men so there are 15 work
ing on the design now - they'll be ready in
four cycles!

Title: MEGALOMANIA

Publisher: Sensible Software/
Imageworks

Price: £25.99

Reviewer: John Sweeney

Right - 52 men now
- arm them all with
catapults and attack
Oberon before he is
ready - he doesn't
seem to have set up
any defence yet! My
men are milling
madly around his
tower - POW! We've
wiomn!

Much later ... 7th
Epoch - Utopia - this
"island” is in two
parts - one sector by
itself and four others
joined in the north.
I'll put 40 men on the lone sector while
the cunning, deadly Madcap and the vin-
dictive, unpredictable Caesar are decid-
ing what to do. 1915AD - we'll need some
more modern weaponry! My guys have no
ideas; there are no materials until we
build a mine; no designing until we build
a lab; and no manufacturing until we
bulild a factory! Better start with the mine

10 men plus any we breed. Right that
only took a few cycles - they have disco-
vered Yeridium, Moron, and Alien (what
strange elements!) - design requirements
can change so | had better allocate half a
dozen men to each mine plus another
half a dozen to build a lab.

Well, they've built the lab, but still ha-
ven't mined enough materials to get any
ideas. Madcap and Caesar have
already got factories as well,
Caesar's even had enough spare
men to build a tower in another sec-
tor - wonder how they are getting on
at designing weapons? They only
have to advance a little in order to
start designing nuclear weapons!
Ah, my guys have got some ideas -
5DI Lasers for defence or Flylng
Saucers for offence - better get the
SDI ready in case of nuelear attack:
stop mining until they design it and
decide what they need - all the
spare men into designing and build-
ing a factory. Seven cycles to finish
the design, two to build the factory - I
need more men!

Right, the factory is ready - all you buil-
ders can go and help the thinkers! Hur
rah - | have a design: 1.5 Moron + 3.5
Alien for each laser. And I have developed
up to 1945! Right split the men up -
laser-building, mining and designing

Saucers. Hey, Caesar wants an alliance -
well, why not - it will give me time to
design a Saucer to blow him up!

The first laser is ready - quick install it.
Great the lab’s designed a Saucer! - we're
up to 1980,
BOOOOO000000000000M! Madcap
just got nuked! Uh oh! My alliance is
over! Good job I got the SDI's ready - four
of them in place now. Just me and
Caesar left - he has two sectors up to
1980 and another just starting,

120 men building Saucers! Yeooow! He's
just launched a nuke attack - three of my
SDIs down. Build those Saucers - check
the design - yikes - it needs Yeridium as
well - [ haven't been mining that - 4
Saucers built - ready to launch. Help
under attack from jets - only two though
- get the Saucers in the air - jets des-
troyed - 6 more Saucers ready - send all
10 to Caesar's first tower - POW! - sector
conguered! - these Flying Saucers are
pretty hot - now on to the next of
Ceasar’s sectors.

NOQOOOOOO0000000000000000!
Another Nuke attack! - [ haven't got
enough SDI Lasers! - [ haven't got any
other sectors! - I'm DEAD!

@ SIGHT & SOUND - Brilliant graphics
and superb speech - dozens of amaz
ing voices telling you what's going on
and acting as the enemy

® GAMEPLAY - Mouse-driven sirateqy
game - superb help facilities - very
easy to play. VERY addictive

@ VERDICT - One of the best deity-sirmu-
lators! Definitely worth buying!

Mew Atari User - Issue 54
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he Fun School 2 and 3 series of
I educational programs are clas-

sics of thelr type and have now
sold a staggering 300,000 copies in totall
They've now been joined by Fun School
4, which like the previous releases con
sists of three separate packages, each
one aimed at a different age group. These
are the Under 5's; 5-7 year olds; and
7-11 year olds. As before each package
contains several different programs, each
intended to exercise a particular set of
skills and as with most recent education-
al software they've been designed with
the National Curriculum in mind.

Each package contains one double sided
disk, but a single sided version is avail-
able direct from Europress if required.
The programs run on any ST(E) in
medium resolution colour. The accom-
panying instruction booklet is well pre
sented, although it proved less than
helpful in some areas. This booklet also
weaves a little story around the "theme
character”, which links to the program’s
activities - a great idea as it gives added
"purpoese” to the exercises. A special pa-
rents/teachers section describes each
program’s aims, and how it relates to the
National Curriculum.

As with previous releases all the prog-
rams are written in STOS and exhibit the
bold, colourful graphics we've come to
expect from the Fun School serles,
They're easy to operate too, most using
Jjust the Spacebar and Return key or
occasionally the mouse and/or cursor
keys. Sound Is also well handled, with
multichannel music and effects used tas-
tefully and with commendable restraint.

In each case the disk autoboots into an
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amusingly animated
startup screen
which leads into an
attractive graphical
menu. There are
further amusing
antics when chang-
ing difficulty levels
or gquitting a prog-
ram, all helping give
the programs a
slick, professional
presentation. Let's
take a detailed look
at each of the
packages.

UNDER 5°S

This one covers basic keyvboard skills;
simple reading vocabulary; basic numer-
ical skills; experimentation with shapes
and colours and even some musical acti-
vities. It uses Teddy as the theme charac-
ter (as in Fun School 2 and 3) with "Ted-
dy's Busy Day” as the scenario for the
story.

ADDITION - Teddy's at his nursery
school. Teacher shows pictures of objects
on the board, and at Level 1 you have to
help Teddy count them. At Level 2 the
objects are split into two groups with
numerals displayed against them, which
have to be added together. Level 3 is
similar, but uses only numerals. Each
correct answer allows one of the class out
into the playground: a wrong one triggers
a prompt for a bigger or smaller value
ANsSWET, a5 appropriate.

TEDDY PAINT - after playtime
Teacher wants the bears to do some
painting. This program lets you paint on
the screen with the mouse, using
brushes of various shapes and sizes and
in a variety of colours. You can also place
ready painted objects in your picture
using the themes of beach, country, or
playground, or even use them as a
"brush" and paint copies of the object all
over your picture. The speed this works
at is impressive! Colours can be changed
manually or automatically rotated as you
draw, quickly producing different col-

oured object images. Pictures can be
saved and reloaded to/from disk, and
there’s even a screen print facility
although I couldn't get this to work on
my Star SG-10. Unfortunately this prog-
ram isn't very intuitive as functions are
chosen by key depression - not from a
e,

FUN TRAIN - after lunch Teddy's
mum takes him to the fun fair, where he
rides on the Fun Train. This pulls a car-
riage with a picture on its side, and each
time it appears it has a different picture.
You have to match the picture with
another elsewhere on the screen. Level 2
replaces some of the pictures with words,
while at Level 3 a picture has to be
matched with its corresponding word,

TEDDY'S HOUSE - when Teddy
and his mum get home they find the
house painters have arrived. They've for-
gotten which colours to use, so you have
to help them. Level 1 asks you to choose
a colour for a particular part of the
house; Level 2 asks what colour a parti-
cular part has already been painted; and
Level 3 asks you to paint a given part of
the house a particular colour. When
complete the painters drive away in their
van - sometimes with an unexpectedly
amusing result!

TEDDY'S KARAOKE - later on
Teddy goes to his friend’s birthday party,
where he helps operate the Karaoke
machine. Select a nursery rhyme and the
machine plays it accompanied by
flashing disco lights. It also displays the
words, complete with little ball bouncing
along over them to help you sing along in
time! On Level 2 you control the playback
of each song by tapping out its rhythm
on the Spacebar. At Level 3 the music
plays normally. but stops at certain
words and waits for you to key in its
initial letter.

TEDDY'S BOOKS - it's bedtime.
and Teddy has several friends staying
with him. His dad is reading bedtime
stories from a book taken from Teddy's
bookshelf, leaving a gap where it came
from. The books on the shelf are num-
bered, and you have to indicate which
one is missing by pressing the appropri-
ate numeric key. Level 2 is similar, ex-
cept the books aren't in numerical order.

FOUR TIMES THE|
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JOHN S DAVISON
PLAYS AROUND
WITH THE FOLKS
IN FUN SCHOOL 4

On Levels 3 and 4 there are several
books missing and you have to guess
which one’s currently being read. If
wrong, you're prompted to try a bigger or
smaller number as appropriate. Each
correct answer causes one of the bears to
fall asleep, the level ending when all are
asleep.

Summury - a delightful collection of
programs which can't fail to captivate its
intended audience. However, completing
certain higher levels might be quite chal-
lenging for some young children,
although with adequate supervision this
shouldn’t be too much of a problem.

5 TO 7
YEAR OLDS

This package helps children learn about
the alphabet; develop an understanding
of alphabetic and numeric sequences;
learn about money; try out their arithme-
tic skills; improve their vocabulary; and
develop keyvboard skills. Theme character
is Freddy Frog (from Fun School 2 and 3)
and the story scenario is "Freddy Frog's
Busy Week".

LIBRARY - on Monday Freddy goes
to the library to change his library book
and ends up sorting books into alphabe-
tical order - with your help. Various
levels have you sorting books based on
the initial letter of thelr title; on one
whole word; on the whole title; and on
author's name. Book titles and authors’
names can be customised if required.
This program exercises a skill that's often

tomers buy up to
three items and
pay with a hand-
ful of coins, so it
can be quite diffi-
cult to calculate
the change re-
quired. Change
has to be given
using the mini-
mum number of
coins, although
the instructions
don't tell you this.

LOG CABIN
- on Thursday
Freddy's wife

fau _ early

Hhen will the Lis

ignored, and again can be challenging at
higher levels.

BASEKETBALL - Tuesday sees
Freddy in the Sequences Basketball
team. You have to help him score points
by deducing the missing item from a
sequence of numbers or letters displayed
on cards held up by the spectators. A
right answer helps Freddy shoot the ball
into the basket, while a wrong one
causes him to miss the shot and a hint to
be displayed. There are four levels of in-
creasing difficulty, and again at higher
levels the problems can be guite taxing
for yvounger children.

SHOPKEEPER - on Wednesday
Freddy goes shopping at the supermar-
ket, and you have to help him. In Level 1
yvou have to pick out a coin which will
buy a certain item displayed in the win-
dow. In Level 2 you may have to select
more than one coin to pay for an item. In
higher levels Freddy finds himself stand-
ing in for the shopkeeper, and needs help
working out how much each customer
has spent and their correct change. Cus-

drags him off to
finish the work on
their holiday log
cabin. You have
to help Freddy fit
logs into spaces
in the wall to
complete it. Each
space contains an
arithmetic prob-
lem, and you
have to find the
log inscribed with
the matching
answer. Fill all
the spaces and
Mrs. Frog (love
that lipstick!) and Froggie junior join
Freddy In a celebratory dance. Again
there are four levels of increasing difficul
ty, covering addition, subtraction, multi-
plication and division problems.

OPPOSITES - Friday sees the Frog
family visiting a lily pond for a swim.
Unfortunately the pond's owner appears
and demands Freddy answers questions
on "opposites” before his wife is allowed
to use the diving board. You have to
make Freddy jump onto the lily pad dis-
playing the correcl answer using the cur-
sor keys. There are six difficulty levels,
the higher ones needing multiple
answers so that Freddy's wife AND her
friends can go diving. Their antics will
have the kids rolling around with
laughter!

TYPING - Did you know that the
National Curriculum suggests that by the
age of seven children should be able to
perform elementary computer based
tasks Including simple word processing?

CONTINUED v+

g hour i
minutes §
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This means acquiring keyboard skills
along the way, hence the need for prog-
rams like this one. Freddy's final task is
to avoid being caught by a rather strange
looking crocodile - by correctly complet-
ing his typing exercises! You have to op-
erate the keyboard for him through five
difficulty levels, ranging from exploratory
pecks at single letters through to enter-
ing complete sentences displayed on the
screen. Correct entries keep Freddy well
clear of those snapping jaws!

Summary - some problems are quite -
taxing, e.g. arithmetic requiring the 12
times table, and "opposites” requiring a
grasp of quite wide-ranging concepts.
Although its target age range is 5-7
yvears, in practice it's probably broader
than this, possibly up to 9 years. It's a
sure fire hit with the the kids though!

7TO 11
YEAR OLDS

Here's another six programs, including
topics of maths, geography, history, and
general knowledge. Theme character is
Agent ( (or Sammy the Spy to his
friends), who seems to have replaced
Robbie the Robot from the previous Fun
School programs for this age group. Story
scenario is called "Q's Tricky Mission”,
which involves Sammy following the trail
of a double agent who's stolen the
ancient riches of King Raram and some
important documents. To make progress
he has to answer questions - with your
help, of course!

PROPORTIONS - this contains
three separate tests on proportions,
using various quantities of objects from a
total of 10, 20, and 30. Answers may be
in fractional, decimal, or percentage
terms. Successful completion results in a
secret message being revealed.

SPY QUIZ - sammy has to collect
another secret message from a house
surrounded by a high wall. To scale the
wall he has to answer general knowledge
questions on English, maths, and scien-
ce, some of which are quite difficult even
for adults! Each correct answer allows
him to climb higher, but a wrong answer
causes a guard to drop a plant pot on his
head which knocks him back to the bot-
tom again. Sammy has to climb the wall
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through four levels of increasing difficul-
ty before finally receiving the secret
message.

EXCHANGE RATES - the trail
leads Sammy abroad, and he needs to
buy equipment at the airport before de-
parting. To get it he has to answer ques-
tions on currency exchange rates be-
tween Pounds, Francs, Deutschemarks,
Pesetas, and Lire, and correct answers
earn him money for buying equipment.
Three levels cover various types of con-
versions, the higher ones involving com-
paring prices in different currencies. This
is quite difficult, so you're allowed to use
an onscreen calculator up to five times to
help you. Another secret message is re-
vealed when you've completed all levels.

TIMETABLE - Sammy asks you
questions about flight departures, des-
tinations, and arrivals, answered by con-
sulting the airport's flight timetable,
There are four levels, the higher of which
have you calculating arrival times based
on departure time plus flight time, and
departure times from scheduled time
plus time ahead of or behind schedule.
Completing a level triggers an amusing
animated sequence showing Sammy
boarding his plane and departing.

SPY TRAVELS - my favourite
program, in which you help Sammy navi-
gate to secret destinations. Six levels in-
volve steering planes, a boat, hot air bal-
loon, helicopter, and submarine across a
world map via various oceans, countries,
cities, rivers, and other important places
in response to messages flashed to you.
None of the places are marked or named
on the map, so if you don't know where
they are you have to find out by ex-
perimenting, Wrong answers result in
directional clues which you use to locate
the required destination.

DESERT DATES - Sammy has
to answer questions about famous his-
torical events, by striking appropriately
dated bricks In the magical Pyramids of
Historichuck with a large mallet! A wrong
answer causes the mallet to break, and
you only have five mallets. A correct
answer causes the brick to move aside
revealing a treasure. Get Sammy through
four levels and he'll find the riches of
King Raram and finally complete his mis-
sion. Four levels require increasingly
accurate answers, in centuries, decades,
and finally the exact year an event
occurred.

Summary - another great collection of
programs to challenge young minds - or
even adult minds in some topics! My only
disappointment is that the secret mes-
sages collected along the way aren't
actually used for anything, they're there
to support the written scenario rather
than the action in the programs.

OVERALL
CONCLUSIONS

There's much to praise and little to eriti-
cise in these packages. Minor niggles in-
clude inconsistency in moving between
difficulty levels - some programs do it
automatically, while others need manual
action. Also, the controls for some prog-
rams aren't as simple as they could be -
Teddy Paint being the worst offender. In-
structions for some programs could be
clearer too, Teddy Paint again needing
attention.

The problems presented in Fun School 4
are noticeably more taxing than in the
earlier packages. | suspect this is inten-
tional. probably in response to feedback
from teachers and parenis asking for
something more challenging. It's no bad
thing, except less able kids may need
additional help and supervision. Howev-
er, the programs do usually provide ex-
cellent prompts, hints, clues, etc.. on re-
ceiving wrong answers, and most provide
the answer after several wrong attempts,

The programs exhibit the same superb
quality as their predecessors, so their
success s assured. They're easy to use,
have excellent graphics and anime* n,
use both internal and sampled sounds
effectively (but sparingly!), and cover re-
levant educational topics. But above all
they're ENTERTAINING and great FUN to
use, 50 children will really enjoy using
them. If vou're shopping for educational
software, do your kids a big favour and
buy Fun School 4. and don't be surprised
if they won't stop using them!

FUN SCHOOL 4

Europress Software
£24.99 each
Reviewed by John S Davison




teresting piece of Science Fiction

gaming here. They have taken the
starting location as New York in the year
2067 and portrayed yet another dismal
version of the Cyberpunk age. Man, it
assumes, has managed to live up to all of
Greenpeace’s dire warnings and has used
up all that Mother Nature has to give and
polluted Her unto near death. Therefore
the government started a meritocratic
evacuation which left a great deal of the
population scratching about trying to
make a living on the planet. In order to
maintain control they left behind a core
of police keeping robots who they namex
Wolverines. It was these machine’s duty
to maintain peace and good order.

Sadly they could not control the viclent
side of the human without breaking the
prime directive, so beloved of Asimov,
and thus started the heady road to ex-
tinction. Then just as the robots exist-
ence seemed to be at an all time low new
alien creature robots came to deplete
whatever was left of the Earth's resour-
ces and so upset the Earth robots that a
war ensued. The player's role is that of
the last Wolverine, in some state of ex-
treme disrepair trying to save the world.

The game starts with a strong sound-
track rocking the machine and some
quite effective graphics showing the
machine that is to be controlled. It bears
an uncanny resemblance to the rogue
police robot from Robo Cop. but leaving
such feelings of plagiarism aside I press-

I mageWorks have produced an in

Title: ROBOZONE
Publisher.  Image Works
Price: £25.99
Reviewer: Damon Howarth

ARCADE

ROBOZONE

ed the joystick fire
button and entered
into the second disk
of game. Herein lies a
very interesting
quirk, the game
comes with an Intro
disk that depicts the
whole of the story,
and then requests
the single sided disk
be inserted for the
game, If you have
only got a single
sided drive however,
beware that it may
well be that you can-
not play this game to the full, if at alll
There is a note in the instructions for
such people that they will need to ex-
change a coupon for another disk to
allow access to other levels.

The opening level represents the under-
ground of New York both train style and
sewer style, and has the robot clonking
it's destructive way looking for lost bits of
equipment in a large scale platform
game. The graphic representation of the
area and the various monsters are re-
miniscent of the better Psygnosis games
and lend a great deal to the atmosphere
of the produet. It seems that it is the aim
of the player to leave this pit by killing
anyone or anything that erosses its path
at the same time equipping itself with
some more useful hardware. This level
takes a great deal of mastering insofar as
the problems to be surmounted are
great and only defeatable with the
gun the robot carries. Should you
fight your way out then the second
stage actually makes the game feel
even more like a good story.

Once upon the streets of New York
the Robot needs to find a communi-
cation device to allow it to contact
the creator of the machines and
thus allow a refit and general
24,000 mile service to take place,
The level also allows the robot to
obtain more and nastier weapons.
The screen is a rather fetching 3D
scrolling skyline of New York and allows
for an strong interactive search game.
This level almost smacks of the old style
arcventures. This to me is the most
atiractive of the 3 levels, if only because
it allows for a little more empathy with
the machine and presents a reason for
playing the game. Once the professor has

been found (not easy at alll) he may well
refit all the items needed to enter the
third level and so it is with a far more
useful machine the player enters into the
showdown.

This final part is where hero machine
sets out to deliver the unaware human
world from the unpleasant polluting
Scavengers and their Furmace Guardian.
By now the Robot is faster, bigger, and
stronger and thus is assumed to cross
some of the lesser barriers in his way and
embarks on another platform style duck
and weave trek. This unit is less effective
in some ways than the previous two
although il is in essence far more a large
shoot 'em up allowing for more reaction
shooting and less thinking about your
actions. In essence the robot is assailed
by many baby version scavengers and is
attempting to reach the mother creature
and then destroy it with the extremely
potent hardware available on its way.
Sadly a mere mortal such as [ did not
manage to penetrate the depths of the
Guardian’s lair and thus [ cannot com-
ment further. My only thought was that if
it was tougher than the babies who kept
wasting my robot then the Earth was
going to die many, many times!|

@ SIGHT & SOUND - This felt like a
good Psygnosis game, garish with loud
sounds, worth the effort of loading

@ GAMEPLAY - Entertaining but highly
Jfrustrating, good scrolling and joystick
reaction though

® VERDICT - A reasonable contender in
the new ideas field and although I
unes not totally enthralled it provided
some interesting times
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SAMPLE THIS!

John S Davison concludes his
series on sampling sounds using
your ST with a_final look at stereo

reproduction

finally got my hands on it - Microde-
I al/AVR's Stereo Replay sampling

package, that is. It runs on any
STIE) or TT, so you can at last make
samples to fully exploit the STE's stereo
sound system. Being stereophonic it has
twice the hardware muscle of its
monophonic predecessors, and this is re-
llected in the size of the cartridge - it's
now a hefty "L." shaped affair over twice
the size of previous Replay cartridges. It's
still only 8-bit resclution though.

The cartridge now sports four phono
sockets, stereo lefl /right inputs, and
stereo left /right outputs. Inputs take line
level signals from your sample source,
e.g. line out sockets on a CD player,
cassette recorder, or amplifier - or even
from their headphone sockets, The car-
tridge outputs connect to the “aux” in-
puts of a stereo hi-fi amplifier. Playvback
can also be via the computer monitor or
routed via the stereo oulput sockets of an
STE/TT.

The package also contains two double
sided disks, and three instruction book-
lets presented in the same slightly scruf-
fy style commmon to all the Replay pro-
ducts. The content is generally OK,
although some of the more esoteric topics
could do with better explanation, e.g,
image panning and resampling. The
disks contain two programs and some
ready-to-use samples, which surprisingly
are mono only so don't fully demonstrate
the package’s sonic capabilities.

TEREO 03T
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PRO-SERIES
EDITOR

The main program is the sample editor,
which Is a complete departure from pre-
vious Replay editors. It requires a mini-
mum of 512K to run, but really needs
more to fully exploit its potential. It won't
run in ST(E) or TT low resolution mode,
but claims to work with anything higher
(including TT modes). [ tried it in STE
medium-res colour and hi-res mono and
it worked fine. Its main functions are
very similar to those in Replay-8 and
Replay Professional (see Issues 52 /53),
but in appearance and operation it's tot-
ally different. It's based on the editor
supplied with AVR's expensive Pro-Series
12-bit and 16-bit sampler packages,
which makes much greater use of win-
dows than before.

On bootup you find yourself on a new
desktop, i.e. the Replay desktop. This
shows some unfamiliar icons, including a
disk (for loading samples) and a MIDI
keyboard (for setting MIDI parameters).
At bottom left is a set of tape recorder
like controls for handling record. play-
back, fast forward. and rewind of sam-
ples. Next to it is the Block Control Panel,
more of which anon. There's also a "fuel
gauge” showing unused memory.

Click on the disk icon to select and load
sample files. At last AVR's standard sam-
ple format definition shows its worth, as
through it the program can read 8, 12, or
16-bit resolution samples in mono or
stereo and automatically convert between
the formats as required! This gives you
access to a much wider range of samples

from PD libraries, ete. as discussed in
the last issue. Note that you can only
replay them in 8-bit format with this
package though. It also reads non .AVR
format sample files.

After loading a sample, an icon repre-
senting it (including its name) appears on
the desktop. The sample's waveform is
also immediately displayed in a window,
either as a single trace for a mono sam-
ple or left and right channel traces for
stereo. The window can be resized, re-
positioned, etc. as required, so you can
still access the desktop if needed. You
can keep loading samples until your ST's
memory is full, each one represented by
its desktop icon. Up to seven samples
can be viewed simultaneously, each in its
own scrollable /zoomable window.

Editing can be done on any section (or
"block") of the sample, defined either
using "markers” or by "rubber-banding"
an area with the mouse. You can also
place additional markers anywhere with-
in a sample to indicate points of interest
and quickly switch the editing cursor be-
tween them when required. Any pair may
also be used to define a block for editing.
The Block Control Panel then displays
icons representing the more frequently
used edit operations. These include cut,
paste, and copy blocks within a sample
window or even between windows - great
for making up composite sounds from
several different samples!

Less frequently used functions may be
accessed from the usual menu bar. You'll
find familiar features from previous edi-
tors here, some with enhancements for
more flexibility. For instance samples can
be reversed; superimposed on each
other; repeated; faded in/out; and
volume manipulation performed. There
are also some new facilities specifically
for handling stereo samples including
swapping channels; channel-to-channel
copying; channel cross-fading; and image
panning - moving the sound about as it
plays!

Looping is im]:u_';r[anl for musical appli-
cations, as it allows a relatively short
sample to be played for any required
duration without using additional mem-
ory. You can easily drive yourself crack-
ers (or should that be loopy!) tryving to
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find good looping points within a sample,
as differences in volume, pitch, and tim-
bre at the chosen points can often pro-
duce nasty audible glitches in the sus-
tained sound. The editor has some excel-
lent tools to help you aveid this, includ-

f ing a special display to assist you accu-
rately match up the waveform shape
across the loop join; a "snap” function to
automatically position the loop markers

\ at the waveform’s zero volume points (al-
ways a good place to start); and finally an
automatic eross-fade at the loop join to
help hide any remaining nasties. They
still don't guarantee you'll make perfect
loops, but they do improve the odds!

RECORDING
SAMPLES

Selecting "new sample” from the menu
now creates a sample file into which you
can record a new sample. A dialogue box
allows you to specify the resolution:
whether mono/stereo; and the sample
length. Stereo samples use twice the
memory of mono samples, so 512K is
barely adequate - only 5 seconds worth of
samples at 22kHz sampling rate.

Clicking on the "record” button brings
up a recording control panel. This in-
cludes an oscilloscope display, used to
set the optimum input signal level. It also
has buttons for monitoring the input;
setling a trigger level to automatically
initiate sampling; and a manual sam-
pling start button.

This editor doesn’t have a realtime spec-
trum analyser, so determining frequency
content of a signal involves making a test
sample first then using the Fast Fourier
Transform facility on it. The FFT display
is also useful when using the program's
many digital filtering options to clean up
or otherwise change the sound of the
sample. These include low pass, high
pass, band pass, and notch filters; bass
or treble enhancement: DC bias removal;
and a spot frequency booster - acting at
any frequency you choose.

As with previous Replay editors the
sound can also be changed by applying
various reverb, echo, and flanging special
effects processing to the basic sound.
There's also a new facility for "re-sam-
pling” an existing sample at a different
frequency to that originally used.

MIDI support is similar to that in
Replay-8, allowing only single notes to be
played from a MIDI keyboard. You can
assign single samples to individual keys,
or play one sample pitch shifted across
the whole keyboard, but there's no
equivalent of the superb four-note
polyphonic MIDIPlay facility supplied
with the Replay Professional package.

STEREO DRUMS

The other major program supplied is
Stereo-Beat, a new version of AVR's ubi-
guitous Drumbeat drum machine prog-
ram. It's very similar to Drumbeat Profes-
sional described last issue, the main dif-
ference being that drum sounds can be
individually positioned to the left, centre,
or right of the stereo soundstage. Central
positioning involves replaying the same
signal on both channels, restricting the
number of different samples playable
simultanecusly to

terrific product, representing a real adv-
ance in both hardware and software
terms over Replay-8. And at £89.95 it
costs just £10 more than its predecessor
- that's a bargain in my book. Like
Replay-8 its sound quality is good but
still isn't really hi-fi - a limitation of the
8-bit technology, [ guess. However, to my
ears it sounds subjectively better than
Replay-8, probably because of the spa-
tially separated sounds.

I found few niggles with it - minor quirks
in its ergonomics perhaps, but nothing
really serious. The major omission is a

three. Desk bilock

As well as steptime
rhythm pattern entry
there’s now also a
new realtime facility,
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allowing you to "tap
in" a drum part
using the ST's
numeric keypad
while listening to
other parts already

[ STE5 81 \SAHPLES\FLUTE, AWR (8 DIt Monaldziile
___;kl_uu: of 1, !Fi_}:_:_ it 219432z Hag

sequenced,

You can also con-
nect up to six drum
pads via MIDI and
play the drum sam-
ples by hitting the
pads. In this mode you can play a max-
imum of four samples simultaneously.
Other MIDI facilities include the ability to
transmit or read external MIDI clock
messages so Stereo-Beat can drive or
sync to an external sequencer or drum
machine. It can also transmit MIDI Note
On messages, for playing sounds on ex-
ternal expanders or drum machines.

| haven't covered every feature in this
package, but [ think I've said enough to
give you a good idea of its capabilities. To
summarise, [ think Stereo Replay is a

]ﬂ m{ Blk Len

R

polyphonic MIDI keyboard facility. Ah
well, you can't have everything!

Well that's it, the end of the Sample
This! series. We've covered a lot of
ground, not only looking at lots of sam
pling related products for the ST, but
also at some of the theory behind how
they work and the practicalities of using
them. As always, if you have any queries
on this topic drop me a line ¢/o Page 6
and I'll do my best to help.

SAMPLING TIPS

With ANY sampler the quality of sounds produced depends very much on the care taken in
recording the samples, as well as the technology used. So, if you want top quality results bear
the following in mind:

1. Buy the highest resolution sampler you can afford. For most people this means an 8-bit
system, but go higher it you can. More bits means "higher-fi" - less background noise and
lower guantisation distortion.

2. Ensure you use a top quality signal source, e.g. hi-fi cassette or CD. Input a rubbishy signal
and you'll produce a rubbishy sample.

3. Always set the correct input signal level with the oscilloscope. Too low a level increases
background noise and distortion, too high causes clipping distortion.

4. UUse the highest practicable sampling rates. Lower rates mean increased distortion and
restricted frequency response.

5. Remember the Nyquist limit (see Issue 51) - don't try o record frequencies above about
HALF the sampling rate or you'll introduce awful sounding aliasing distortion which no
amount of digital filtering will ever fully remove. Use the editor's spactrum analyser or Fast
Fourier Transform display to see what frequencies are present. Filter out those over the limit
AT SOURCE using your amplifier's tone controls, graphi¢ equaliser, etc. Alternatively,
consider recording the sounds onto a multi-speed tape recorder first then sample them from
here with the tape running at hali speed. This halves the frequencias, bringing them below
the Myquist limit, After recording double the sampler’s replay rate to get back to the sample's
original pitch.

6. Replay the samples via an external amplifier, with tone controls set for the best sounding
results.
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GADAVER THEPAYOF

T he long-awaited sequel
to one of the best
games of 1990 hit the
stands a couple of months
back. Having fought his way
through five levels of flendish
puzzles, monsters and traps to
defeat the evil Necromancer,
Karadoc the Dwarf now re-
turms to his home village to
get his reward. Unfortunately
something has gone wrong
and you will have to guide the
poor little guy through four
more levels of mayhem,.

You need the original Cadav-
er Game Disk in order to play
The Payoff. This means that it
is identical to the original
game in the gameplay. There
are a couple of new potions
and spells and a few new ob-
jects but basically it is just
more of the same superb joys-
tick-driven graphics adven
ture!

Level one starts off quite
hard, but level two is a real

Title: ONSLAUGHT
Publisher: Mirror Image
Price: £9.99

Reviewer: Damon Howarth

SIGHT & SOUND

Good loud sound and FX, very
colourful graphics which show
well on screen

GAMEPLAY

An entertaining and involved
game which is a slightly more
than just a shool'em up, very
smooth all round

Good value, very playable and

well worth exploring over a
period of time
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killer - i.e. you
tend to die every
tirme you enter a
new room as there
are 50 many deadly
monsters around!
As before you must pay the
gods an increasing amount of
money for each SAVE, so you
will almost certainly run out of
money on level two and have
to restart it, being more care-
ful with your SAVEs now that
you know how to solve the
first part of the level!

It is a great relief to reach
level three and not have quite
so many fights to handle, but
the puzzles start getting
sneakier and sneakier through
to the climax at the end of the
fourth level when you finally
get your reward - if you sur-
vive: although there are fewer
monsters on these levels the
traps are deadlier!

If you enjoyved Cadaver then
rush out and buy The Payoff

Ithough now a budget
release, I do not recall
seeing this particular

offering before. A very loud
and colourful arcade game
with some strategic overtones
is presented here. In it the
player controls a lone fanatic
warrior who is striving to
rmake his way across various
screens of enemies in a multi-
tude of different ways.

The game is set in the im-
aginary area of Gargore a
place where all the indepen-
dent kingdoms are warring
and looking for a hero to unite
them under a common cause.
Surprisingly the game comes
with a mass of written mate-
rial which give a deal of back-
ground to the world. Indeed

immediately. If you haven't
played Cadaver yet, then you

are missing a treat - [ would
thoroughly recommend that
you get yourself a copy!

There probably won't be any
more of Cadaver since the Bit-
map Brothers decided to kill
Karadoc the Dwarf off in the
follow-up to The Payoft. This
appeared as a single level cal-
led The Last Supper on a Zera
magazine cover disk a few
months back - you can prob-
ably pick it up from one of the
PD libraries. Hopefully howev-
er the Bitmap Brothers will
develop the theme in their
usual brilliant manner and
provide us with more excellent
graphic adventures in the
future.

on the word sup-
port side it rivals
many lantasy
adventure games.
The graphics are
very strong especially in the
major platform games which
represent the battles. There
are a bewildering array of ene
mies representing the different
ethos and races of the enemy
each with their own little
death machines and large
mines, All the same the basis
of these battles is a platform
and ladders game of great vio-
lence. To alleviate the platform
combat there is a device enti-
tled mind combat which inval-
ves controlling a hand icon
around the screen borders
and firing the mind bolts at a
four armed head in order to
fry it's brains, Such are the
creatures of imagination! This
part of the game although
necessary for the play is

FACTS

Title: CADAVER - THE

PAYOFF
Publisher. Renegade
Price: £25.99

keviewear: John Sweeney

SIGHT & SOUND

Brilliant 3-D isometric graphics
and animation, lots of nice
sound effects-

GAMEPLAY

Superb example of a well de-
signed game. Jam-packed
with puzzies and fraps fo keeps
yvou perplexed for many hours-

More Bitmap Magic!

perhaps the least satisfying
both graphically and in play
style. In essence it acts as the
Large monster at the end of a
level but in practice these bat
tles can come more frequently.

In an attempt to appear more
fantasy based the game allo-
cates your hero a religion out
of the several available and
points are awarded or lost for
attacking the right and wrong
combinations of same. Again
all this practically means is
avoiding the potential allies
and using magic objects upon
them rather than senselessly
killing everything on the map.
The game has a great deal of
potential and is saved from
being samey by the play area
editirig feature which does
allow for interesting variations
on the theme.

[ quite enjoyed this although
the play could prove a little
difficult for newcomers.



agic Pockets is a
Joystick-driven plat-
form game. As the

‘Bitmap Kid' you must fight
your way through 25 levels
against snails, green blobs,
rocky people. ete. You attack
with ‘Pocketpower’ - the longer
you hold the button down be-
fore releasing it the more pow-
erful it is. [t takes four diffe-
rent forms throughout the
game. You start in the caves,
firing whirlwinds. then it's on
to the jungle. where clouds are
your weaponry. On the third
world, the mountains, you
attack with snowhballs and on
the final level, you throw lce
T-Cubes. There is an amazing
variety of useful objects to col-
lect, e.g. magic potions, cups
of tea and coffee, bubble gum,
boxing gloves, a diver's hel-
met, and a cool bike which
kills everything it hits - shame
you can't take it with you! Also
if you collect a gold star you

FACTS

Tifle: STARGLIDER 2
Publisher: Mirror Image
Price: £9.99

Reviewer: Damon Howarth

SIGHT & SOUND

Good 3D animation allows for
reasonable sim, fhe sound is o
little weak apart from leading

GAMEPLAY

A very good example of 3D
graphic flying combaf games,
smooth and enjoyable

VERDICT

A blast from the past that is well
worth the preservalion

will get one of :
another set of very |
helpful items.

The levels are
CrOrmous mazes
with 8-way scroll-
ing: lots of dead-ends and hid
den treasures make the game
much more interesting than
the average platform game.

It is a bit tedious having to
restart the whole game again
whenever you die, rather than
starting at the beginning of
the world you were on, and
the Bitmap Brothers tell me
that there are no cheats built
in. Fortunately you have three
credits to spend on extra lives
S0 you can get quite a long
way on each attempt. If you
are really stuck you can ring
(898-445928 for a hint (but it
rosts!).

You get more powerups from
Sweel Things: some are just
lying around: you will get
some whenever you kill an

irror Image have
found some strong
contenders in their

line up to offer success stories
al budget prices. Starglider 2
is no exception and gives
strong support to thelr desires
of being recognised as a pur-
veyor of quality antique soft-
ware. This is the follow up to
one of the STs earliest succes-
ses which showed the power of
the 16 bit over the 8. Unfor-
tunately even in the original
incarnation number two never
quite managed the accolades
of the first, but such is the
way of sequels.

The player represents the
hero Jaysan who has been
persuaded in the accompany-
ing 40 odd page long novella

enemy with full Pocketpower.
If you pick up a cocktail be
sure to make the next Pocket-

power big as you will throw
out even more Sweet Things.
There are many places where
speed is essential, for inst-
ance, if you don't hurry at the
beginning of level 2 a rocky
person will fall through some
blocks onto your head, take a
life, then carry on down., steal
your bike and try to kill you
again with it. It is very useful
to find out where certain

monsters come from and des-
troy them before, or just as.
they come on to the screen.
You should also be careful not
to trap vourself anywhere, or
you will have to waste a credit
to begin the level again.

to help his friend
Katra in the des
truction and even
tual repulsion of
the Ergon fleet.
The Ergon's it seems are
somewhat upset with the
human race for beating them
in the original game and be-
cause their status as the uni
verse's greatest threat to the
human race is being
threatened.

In order to strike fear and
submission into the Ergons
hearts the couple of heroes are
to fly their special ship The
Icarus on a seek and destroy
mission. This the game
accomplishes by being a
rather good 3D space flight
simulator which bears many
of the hallmarks of Elite. The
views from the cockpit are
comprised of fairly fluid well
animated filled 3D block
graphics and there are plenty

FACTS

Tite: MAGIC POCKETS
Fublisher: Renegade
Price: £25.99

Reviewer Alex Sweenay

SIGHT & SOUND

Excellenily defailed graphics,
lots of colour and very good
animation. Greaf music and
sound effects, including Befty
Boo soundirack

GAMEPLAY

Maybe a liftle on the hard side
but generally very good. Prefty
addictive

Greatf fun. If you enjoy arcade

games it is definitely worth o go

GLIDER 2

of opportunities to fly through
space shooting protection ves-
sels and even chances to
bomb planets and defence
systems. The control may be
by joystick or mouse or, poss-
ibly the best method, by
kevboard. The actual flight
simulation and fighting within
this game compares very
favourably with that seen in
Elite, indeed should the prime
atiraction of Elite have been
for you the combat, this game
will prove heaven sent. It
doesn’t though have the in
teresting trading sidelines or
the special mission capability
the other space elassic has.
Once the pure combat nature
of the game is accepted then
controls and graphics blend
well for a fast and exciting
game. This is well worth it's
budget price for space cadets
everywhere. [ enjoyed this but
personally | prefer Elite.
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MUSIC

WITH YOUR ATARI
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C-LAPB’s

John S Davison’s
regular guide
to music on your ST

ho in their right mind would pay £550 for
an 5T based MIDI sequencer? Answer - a
surprisingly large number of people if sales
of C-Lab’s Notator package are anything to
go by! Notator is used by musicians every-
where, and surprisingly even some school music depart-
ments now have it. After using Notator V3.1 for a couple of
months [ now understand why it's so popular.,

Notator is an integrated MIDI sequencing and music nota-
tion package. As well as providing a terrific range of sequenc-
ing facilities you can immediately see, edit. and print what
you've played in true music notation. Its editing features are
particularly strong, but its score printing features are incre-
dible - it's like a DTP program for music!

Notator incorporates Soft Link, an application manager per-
mitting loading of up to nine programs into the ST's memory
simultaneously and switching between them at will - if your
ST's got at least 2MB of memory, Without Soft Link a mini-
mum of IMB is required. Notator also needs a double sided
disk drive and a high-res monochrome monitor,

The package is supplied in a 3" thick A5 ringbinder contain-
ing not only a huge manual, but also five disks holding
programs, fonts, demos and a tutorial; a command summary
card; and the all-important security dongle which plugs into
the 5T's cartridge port, without which Notator won't run. At
first sight the manual looks daunting, but it’s quite easy to
use. It's divided into logical sections by separator tabs, and
its index is excellent,

I just can't do justice to Notator in a two page article, so I'll
cover the sequencing aspects now and the notation features
in the next issue. Even then I'll still only be covering a
fraction of Notator's incredible capabilities! Incidentally, if
vou don't need Notator's score printing facilities you can buy
C-Lab’s Creator package for "only" £330. It's identical to
Notator except for the notation features,

ROLLS-ROYCE SEQUENCING

Notator's sequencer is definitely in the Rolls-Royee class,
incorporating useful features just not found anywhere else
(except perhaps in Steinberg's Cubase - Notator's arch rivall).
Let's start with a brief rundown of its basic facilities, then
move on to the more esoteric ones.

It's basically a pattern based 16 track sequencer, allowing
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separately recorded patterns be be arranged into a complete
song. Four such arrangements can be run in parallel, in effect
making it a 64 track sequencer. It's also possible to configure
this as two parallel sets of 32 tracks. MIDI supports only 16
channels, so if you need a separate channel for each track
C-Lab can supply a hardware accessory called "Export” (£132),
which expands the output capability to four different sets of 16
MIDI channels. A further two sets are available via the "Unitor”
accessory (£390) - giving 96 MIDI channels in all!

All the usual sequencer functions are here, There's normal
recording, and merge recording. which adds new data into a
previously recorded track. Drop-merge allows you to manually
drop into record mode at any point during playback to add
new data, while punch-drop is similar but erases existing data.
Punch-autodrop automates the process, switching in and out
of record mode at preset positions. Cycle mode permits record
ing while looping round a preset section of a track, either
making a fresh recording at each pass or overdubbing up to
sixteen layers. Notator records MIDI data in its input buffer
even when NOT switched to record mode, so if you play
something brilliant while rehearsing it's not lost - you just
transfer it from the buffer to a track!

Alfter recording, tracks can be merged, copled, mixed [(all 16
tracks merged together), demixed (separated out again - useful
when importing standard MIDI files), or single channels ex-
tracted from a multichannel track. The usual copy, cut, insert,
and delete functions working on predefined sections of them
are also available.

Notator has excellent quantising facilities. As usual they can
be used to "tighten up"” human playing timing deficiencies, but
C-Lab have extended the idea via the use of "grooves” - quanti-
sation with deliberately varied timing characteristics. This
allows "swing" timings to be imposed instead of a rigid metro-
nomic beat. Several preset grooves are supplied, or you can
design your own if required.

REMOTE CONTROL

The sequencer is controlled via onscreen tape recorder style
buttons, activated via mouse or ST keyboard. There's also a
"key remote” facility which turns 11 keys of your synth
keyboard into remote sequencer controls - you can record,
play, wind /rewind, swiich tracks, ete., without touching the
ST

Fositioning within patterns and arrangements is normally
handled in bar /beat/subdivision /tick format, where a tick
normally equates to a 1/768th note in this case. Alternatively
it can use the hrs/mins/secs/msecs format, or SMPTE time
code format preferred by professionals if you also have C-Lab's
Unitor hardware accessory. This allows the sequencer to accu-
rately synchronise with an external multitrack tape recorder,

™

NOTATOR
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notes in the form of beams in a matrix, with pitch
displayed across the horizontal axis and note start
time and duration by the vertical position and length
of the beam. It looks a bit like an old pianola rell,
especially as there's a plano keyboard drawn at the
foot of the matrix to help you assess a note’s pitch.
Notes are edited simply by stretching, shrinking, or
dragging the beams around the matrix with the
mouse. You can easily alter a note's velocity too. All
changes made here are immediately reflected in the
event list data, which can be simultaneously dis-
played in a separate window.

Personally, | don't like matrix editors. I'd much
rather use a score editor, and Notator's is a real
corker. It's much, much more than just another
means of editing note data though, which is why ['ll
be dedicating a whole article to it in the next issue.

which has one of its tracks striped with timecode. Unitor also
provides sockets for yet more C-Lab accessories, namely
"Human Touch" (£170.50) which allows the sequencer’s tempo
to be controlled by incoming audio signals, and "Steady Eye”
(£456.50) used for synchronising it with video equipment.
That's flexibility - no wonder the professionals love it!

Patterns may be arranged into a song using a text list, or via
the "graphical arrange mode” new to this version of Notator.
The latter uses a graphical representation of the chains of
patterns, which can be easily edited using the mouse. It's even
got an "audio scrub” feature allowing you to play small sec-
tions of a pattern forwards and backwards to help find minor
problems in the music.

Notator can also directly control a specially equipped Fostex
multitrack tape recorder via Unitor. The sequencer controls
are linked to the tape transport controls via MIDI. Clicking on
Notator's Play button starts the sequencer AND the tape recor-
der, and the two then run in perfect synchronisation. Fosition
the sequencer to somewhere in the middle of a song and the
tape will automatically fast wind to the exactly corresponding
position. You can record vocals and other acoustic sounds on
tape then treat them just as if they were another sequencer
track!

You can apply various parameters to a sequencer track to
change it’s characteristics at playback time only, so the MIDI
data isn't permanently altered. For instance you can transpose
note pitch; alter note velocity or compress its range; loop the
track independently of the others; and set note range limits -
all in real time. Alterations can be made actually during play-
back, so it's very easy to set the effect you're after - just use
your ears as you twiddle the parameter settings! In fact,
virtually all Notator's operations can be performed while play-
back continues uninterrupted, even things like formatting
disks and editing.

HYPEREDIT

Notator has a superb range of editing methods including
event list; score; matrix; and "hyperedit". The event list editor
is the heart of the system, as it can display and edit every piece
of MIDI data present on a track. It also handles the special
(non-transmittable] "pseudo-events"” inserted by Notator for
internal control purposes, for instance changing tempo; mut-
ing tracks; loading the next song while the current one is
playing: or showing the position of varlous score symbols in
the score display.

You can also use graphical editing methods along with the

The final editing method is Hyperedit. This allows

vou to easily isolate and edit all events of one parti-
cular type within a track. For instance, you could pick out and
display all the snare drum hits in a combined drum track. A
maltrix approach is used again, with time along the horizontal
axis showing where the events oceur and the vertical axis used
for an associated event characteristic, for example note veloe-
ity. You can then add/delete /change notes as required, and do
clever things like "draw” a gradual change in velocity or volume
across a range of events - useful for creating crescendo effects.
Each line on the display shows one instrument and you can
group up to sixteen instruments together in sixteen scrollable
lines. This makes hyperedit a useful drum rhythm editor as
each line could show a different drum type, but its use extends
far beyond this. You really have to use it to appreciate its full
potential.

Another interesting feature is the "Realtime MIDI Generator”.
This gives you sixteen mouse operated "fader” controls which
can be set to generate any type of MIDI data and record it onto
any sequencer track and MIDI channel. They're particularly
useful for generating continuous chains of events needed to
smoothly change volume or sound characteristics. For exam-
ple, you can increase the volume of particular instruments as
they take solos and reduce it again afterwards. This can be
added AFTER you've recorded the instruments themselves -
it's like having an automated studio mixing deslk!

-

REALTIME TRANSFORMS

Notator will also "transform" MIDI data, working either on
data already recorded or in realtime as the data comes in
through the MIDI port. User definable algorithms are used to
select which data to change and how to change it. For exam-
ple, you could reduce the effect of a modulation wheel; remap
drum notes for use with a different drum machine; or delete all
notes within a given note range. Comprehensive input and
cutput filtering to remove unwanted types of MIDI data is also
available, and with Unitor installed it can also handle realtime
merging of up to three simultaneous MIDI inputs. The pro-
cessed input can even be routed back out via MIDI THRU to
other MIDI devices if required.

Despite its complexity Notator's sequencer is surprisingly
friendly to use. It's solidly reliable too, and hasn't crashed once
despite my fumbling experiments with it. Reasons for its popu-
larity are now obvious - ease of use, superb facilities, flexibil-
ity, reliability, and the thoroughly professional look and feel
that pervades all aspects of it. And that's only the sequencer -
wait until you hear what the notation part of it can do! Join me
next issue to find out.
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ello again! Prepare vourself for

H another fantabulous STOS col-
; umn, packed full of reviews, list-
ings and generally interesting stuff! Last

L
Dion Guy
. issue [ said that if anyone wants a STOS
bnngs ya'u two related product reviewing then get in

touch. Little did 1 know that I would be

» bombarded by millions of STOS written
super type-ln art packages! Well, maybe that's a teensy
exaggeration but recently [ have received

two different art programs! In depth re-

H.S tiﬂgs plllS views of both packages will follow shortly,

but first - the news!
- As mentioned last issue, Fun School 4
rev Iews o.f two is now oul. [ haven't actually seen the
full package but I have seen a small sec-
tion of the 7-11 year olds version. With-
art PG.Ckages out going into too much detail, [ found
that the package is very well put
together. The graphics are of a very high

- L]
wntten '.n standard, and the educational games

have been well thought out. I would re-
nd ¢ nt to invest in a copy
STOS only of Fun School 4, 1f not for the children
then for the demonstration of just what
» STOS is capable of!
available by
Mail Order THE LISTINGS

S0, what programs have we got lined up

from the for you this issue? Firstly, there is the
colour definer accessory that was sup-
posed to go in the last issue but was

authors squeezed out due to space problems,

Secondly, there’'s another handy program
from Bruno Azzara - a sprite finder. Here
are some brief instructions :

PROGRAM 1
SPRITE FINDER

Have you ever loaded in a sprite bank
and wanted to find a sprite quickly and
easily? Have you ever forgotten which
sprite number goes with a certain sprite,
and had to manually search for it using

72 lssue 54 - Mew Atari Usar

the SFRITE command? Why am I asking
all these questions? No seriously, we've
all experienced the hassle of looking for a
sprite at sometime during our program-
ming lives. This program is the perfect
solution. After typing it in (and saving it
for future use), load in a sprite bank and
then run the sprite finder. From here,
you simply use the mouse to find which
sprite is at each sprite number.

PROGRAM 2
COLOUR DEFINER
ACCESSORY

With this accessory you can experiment
with the various colours available from ﬁ
yvour ST. It is pointless going into reams

of text explaining how to use the prog-

ram, as everything is fairly straightfor-

ward. Have fun!

REVIEWS

And now - the reviews! The two art
packages up for review are GBPaint by
Bruno Azzara of GBP Software and The
Artful Doodler by Daniel Spooner of DMC
Software.

THE ARTFUL
DOODLER

Upon loading TAD [as it shall be refer-
red to from now onl!) you are greeted with
a copy protection screen. I must confess |
found this a bit strange for a home
grown art package. Copy protection
would be understandable on something
like Deluxe Paint, but [ cannot help but
feel that pirates wouldn't be too interes-
ted in any kind of home-grown software.



The last thing you want when loading an
art package is the hassle of finding the
right page of the manual and entering
some codes,

Anyway, after this minor inconvenience
you are greeted with a title screen, fol-
lowed by the main screen. One thing you
immediately notice is the wealth of op-
tions. All the usual bog-standard stuff is
here - such as draw, line, circle, ellipse,
box and fill. Other fairly normal features

include rays, polygon, eraser, text, spray,

brush, and an undo feature.

TAD also has a block facility, and in-
cludes a number of options to manipu-
late blocks. You can also flip sections of
screen, either vertically or horizontally.
There is a zoom option to allow fine edit-
ing, although I found this quite awkward
to use because the zoom cursor only
moves about on 16 pixel coordinates.
There are enlarge and reduce functions,
to either enlarge a section of screen or
reduce a whole screen into a smaller
area. As usual with art packages, each
has it's own *special’ features. This one
has quite a few - Triangle, Parallelogram,
Circle Segments, 512 Colour Facility and
Smear are the main unusual features.

Triangle, Parallelogram and Circle Seg-
ments are all pretty self-explanatory and
are handy options. The 512 Colour Facil-
ity allows you to have up to 512 colours
on screen at once, instead of the normal
16. This seems to be well implemented
and is quite easy to use [surprisingly).
One point - TAD allows STE owners to
acecess the extra colours! | think the
Smear function, however, is a total waste
of time. Rather than smearing or smoo-
thing the edges of objects, it just makes
them look a total mess! There are quite a
lot of other minor things that have been
built into TAD, some of them quite
useful.

As TAD is so big, it cannot be loaded
into STOS as an accessory - it only runs
as a PRG file. This is a major minus for
STOS users. Thankfully, TAD can load
and save in a number of STOS file for-
mats, MEK etc. Another annoyance is
that you can anly have one workscreen!
Even on a 1 meg machine you are still
limited to that one basic screen. | often
make use of multiple workscreens, so
found this to be a serious flaw.

One good thing about TAD is that you

18 rem sessessisdniarinrisnndeinis
28 rom * L]
I rem s4# Sprite Finder V1.4 ses
48 rem #ss By Bruno Azzara. eas
5B rem saw Stom Accessory -
LB Fam e GBF 1991 e
78 rom = ]
A rom EEHEFHESEESHERNSRN SRR ENEE S
90 key off : curs of+t

122 on mode+l goto 110,129

print ¢ pen 1 ¢ end
140 gosub S7@

—rane 2

wgraphic (XPE2) ,ygraphic {22} +14/divy
sgraphic (KNS2) ,ygraphie (22 +16/divy
278 for RA=1 to 1&
Yymygraphic(li+41#J+1

II0 Me=ME+E ¢ A=CURBANK+ (MN=1}=8

4R K=XNean s/ d-paek AT 16/2
330 Ye=¥Y+4l/ 2-peek (A+51 52

sprite aff 1
360 nent R

naxt @

"Pravious" i inversa off

"Next" 1 inverse off

478 AR=R © until K
48R 1f K=2 then default @ end

8
a
=

goto 488 i
T=iR-1% mod 4 : J={R-1)/4
Ai=mgraphic (Z3r+(qeidel)n]+]
Yi=ygraphic (11 +31#J+1

return

T

loke start{l),¥19851987

.

118 MICOA=1% : XPS=9 § KPS2=17 1 XNG=27 1 iINEB2Z=31 ;3 PFE=21 : goto 130

1208 MACOL=Z 1 XPB=2& 1 AFB2=34 3 NNE=5@ : INSZ=34 : FGE=41

138 B=current 3§ if accno=@ then D=lengthil}l slme D=lengthiB,1}

148 if D=@ then default i pen 2 § locate B,1R centre "Moo Sprites in bamk 1." &

158 i+ accnb=B then BANKMAN=lengthiil} : goto 180 wlse BANKHAN=length (B, 1)
170 cepy start{B,1) starti{B,1)+lengthiB,1) to start(l} : reserve as work 2,1 :

18R H=hunk(etartil) to starti{ll+lengthil) ,"PALT")+4

192 for &=@ to MXCOL 1 colour A,desk{X+A#Z} 1 next A

00 ADBANK=start(1]+4 1 CURBANK=ADBANK+]wek (ADBANK+modesd )

212 NEEPR=desk (ADBANK+1Z2+modes2) 1 if NEBPR=0 then default @ pen 2 1 locate 2,108
cantre "No Bprites for this resslution.® @ print 1 pen 1 1 end

230 WE=PABE#14 @ E=@ @ AR=R 1 set line $FFFF,1,08,0

230 hide 1 logic=back 1 clw back @ for R=] to 14 ¢ gosub S20 ¢ nest R s
logic=physic 1 scrasn copy back to logic 1 show

242 locats B,@ i@ centre "Bruno's Bprite Finder.® 1 THemode+1

252 locate F#TM,22 1 centre "Previous r"+space® (&#THl+": Hhext" & locate
(PE+ (PABE>99))1,22 1 print "P +str&{PREE+L)-" =

268 sat zone 18,xgraphic(KFS) ygraphici(22) teo

278 mat zone 19,sgraphic{XNB) ,vgraphici2d} to
280 locate 12eTHM,23 1 centre "Bprite numbee==+"
IR I=(R-1) mod 4 1 J=(R=1}/4 1 EN=ugraphic(3)+{4#lb+1)#I+]1 2

318 wet zone R, EKXSTH,YY to (NX+q8lbe-1)eTH,Yy=IF
328 inc B 1 if NE+SXNBSPR then goto 488

I4@ AD=CURBAbK+(N=1)%8  Di=pesk (AD+&)} ¢ DY=peek (AD+7H 3
370 sprite 1,(0+D00)*THM,¥+0¥,N ¢ wait wbl ¢ put sprite 1 » update 1 wait vbl :

390 locate (PG+(PABEXF91),22 1 print "P +str&(PABE+1)~-" "

42@ INV=false : INVZ=false : repeat : R=zone(@) : K=mouse key

418 1i# Ri=lLt and R and ME+R<{=NESPA then locate 124TH,2T7 : cenbtre "Speilte
nusber="+str# (FAGE*15+R1-" " : print " = : wait wbl

438 i Rimlds and R and MS+R{=-NEEPR then RR=0 : for P=@ to 16 step 4 : ¥=0 : bset
@,83 : bset O+1,00 ¢ bset O+2,00 : bset @+3,00 : sat line DO,1,8,8 1 gosub 5208 3
43@ if R=18 and not (INV} then INV=true : locabe EFS5,22 : inverse on 1 print

44@ if INV and R<F1B then INV=false : locate XFE,22 : print "Pravious®
458 iF A=1% and not{INVZ] then INV2=true @ locate ¥ME,22 i inverse on ¢ print

458 iF TMVZ and R<*1P then INVZ=falee @ locate XNE,Z22 ¢ print "Mesxt®

498 i{ R=1B then if PABE*@ khen dec PAGE : goto 220 else bell : goto 420
i+ R=1% then i+ NS+S<{NBEFR then inc FAGE 1 goto 228 else bell : goto 320

bos (4¥-1}&imoded+l) ¥Y¥—1 to [(EN+4814) % imodesl) VY20
erase 1 ! resarve as data 1,BANERAY 1 fill starti{l) to startili+lengthil? ;@

loke startil)+4,18 1 loke start(i1+8,18 1 loke starti(il+12Z.18 : return

Program 1 - Sprite Finder

get a well written 40 page manual with it.

Another good feature is the inclusion of
‘keyboard shorteuts' to enable you to
guickly access different functions while
still on the workscreen.

Overall, I think that this is a very good
art package (especially for the price)
which makes up for some of it's faults by
having some very good options (such as
the 512 colour feature). TAD is available
at a cost of £9.99 (inc. P.&P) from Daniel
Spooner at DMC Software, 6 Orchard
Close, North Baddesley, Southampton,
Hampshire, S052 8GF

GBPAINT

Seeing as | have waffled on about TAD a
bit, I will make this review a little briefer.
Let me get straight to the point - GBPaint
is an excellent art package. There is very
little that I ean fault GBPaint on - and
believe me, I tried to find something!
GEBPaint is polished and easy to use, yet
is very powerful. Here is a run down of
some of it's more unusual features :

Block functions - GBPaint can manipu-
late blocks with ease. Multiple work-
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screens - on a half meg you can have 2
workscreens and on a 1 meg you can
have 10 screens! Grid - this is an excel-
lent feature for STOS users, you can cre-
ate grids (of variable sizes) for your
games ete. with incredible ease! Text -
you can load in your own fonts to use (3
are supplied with the package!). Disk -
GBPaint can load and save in 8 different
file formats!

There are other normal features that
have been well implemented - colour
cycling, zoom etc. The zoom cursor
moves on 16 pixel coordinates the same
as TAD does, but only on the X coordin-
ate - this makes it much easier to use,
GBPaint has a lot of other functions, but
it's big plus is that you can use it from
STOS - which is very handy.

Overall I prefer GBPaint to TAD, but
having said that [ like them both for
different reasons. There's no disputing
that they are both very well written art
packages and show what you can get
from STOS with a lot of time and effort
[and enormous programming talent!). 1
certainly prefer both packages to any

other STOS written packages I have seen.

GEPFaint does come with a manual
which is nearing completion as [ write.
haven't actually seen it because | wanted
to review GBPaint in this column, and
not two months later. By the time you
read this though, the manual will have
been long finished. GBPaint is available
at a cost of £12.50 from Bruno Azzara at
GBP Software, 20 Heys Road, Ashton-
u-lyne, Lancashire, OLG 6NZ

Please make cheques /PO's payable to
"Daniel Spooner” for TAD and "Bruno
Azzara” for GBPaint. Both TAD and
GEPaint are STE compatible.

FAREWELL

Well, that’s it for another column. Re-
member, I'm always happy (o receive
STOS related products for review (but no
more art packages please!) or programs
to publish. If you want a reply, please
include an 5.AE. | can be contacted at
the following address. So, until next time
- bye all!

DION GUY
STOS COLUMN
11 SHORE CRESCENT
BISHOPS WALTHAM
HANTS SO3 1DZ

Listing 2 - Colour
Definer Accessory

lssue 53 - Mew Afari Liser

18 rem =& SCREEN + VARIABLE EETUP s

28 aon error goto 5249

38 cles : key off ' curs off 1 hide on 1 click of¥ 1 colour 2,570

4@ i+ DOMNE=8 then dim UNDOEILS) : for A=8 to 15 1 UNDOS1A) =hesFicolour idix )
next A ¢ DOMNE=L

50 restore 0@ ; for B=] to 1D step 3 ! read Ad = read BE @ locate 1419' £ print
A% : locate 34,B+1  print Bf 1 next B

&@ C=12@ : for A=3 to 77 step 24 ¢ born 2&62,A to J13,A*2@8 : set rone C,24Z,A to
I13,A+2@ : inc C : nex=t A

T8 serell off : aukto back off

B Ipcate L,29 : print "R G B°

7@ Cuf ¢ for A=0 ko 4B step 24

190 for B=@ to 1&B step 24

118 box AB to A+20,B+20

120 ast zone C,A,B to A+2A,B+20 1 dec C 1 if Ce@ then C=lés slse 14 C=B then
=24

130 next B next A

148 Ag=he:¥icolousr (61

170 DF@ : for A=R to 178 step 24 : ink 1 1 box 148-4,A-9 to 172+4,A+12 1 1nk D 2
st zone 1DB+D,1488-4 . .8-4 to 17244, A+12 » bar 14B,A4 to 172,848 1 inc D @ ne«st A
158 for A=B to 178 skep 24 2 ink 1 : bow 18B-4,80—4 to ZIZ2+4 A4+1Z ¢ ink D : sat
zone 198@+D, 18684, A-4 to ZIZ+4,A+12 @ bar 188,48 to 212,8+8 & inc D @ next A

178 ink 1 ¢ draw 112;0 to 112,177

18R draw 248,08 to 248,197

19@ if DD=@ Ehen Of="%" : Gd=Af+gtr@(FOS1F @ QE=-A#+str#¥IFOS2) = AF=Ad+cbrd (FOSI)
: Af=ng-" "

If8 DO=-@ i colour G,val (AF)

21@ ink @ ¢ bar 1488.0 to 1748,199 | bar 28#B,.0 ko 270,177

22 i+ B<B then locate 1&,643+1 1 print "="

238 i 5>7 then locate 28, ((6G-B143)+1  print "a"

248 POSi=val imid®(A$,2,13) @ POBD=val imid#{A%,3,01) 3 POST=val imid$iAs, 8,10)
250 RGE¥=str# (POEL) +strf (POBE2) 4+str& (POB3) 1 REBF=REEF-" " 1 WEf=strk(G)+" =
#"+RGHE 1 1f leniWE) =10 than W=1T7 slse W=18

268 locate W,28 : print WEg" "

2T ink 1 ¢ bar 2,iBB-FOS1#28-18 to 18;188-F0G1+24-2

2HS bar 26, 1H8-POS2#28-2 to 42, 188-PUS3:28-1B

249@ bar 5B, 1H8-POSZ434-2 to &64,1H8-POS3s24-1B

8@ OFDS51=FOS51 : DPOS2=POS52 : OFOS3I=POST

318 iF SET=@ then scresn copy physic to back : aukto back on @ &how on @ SET=1
330 if SET=] then E=7 : for A=0 to ZI step 3 : locate IB,A+] : print E : dec E 3
next A 2 SET=2

330 ren wx MAIN LOOF #e

J420 repemat  X=zone(@) : Y=pouse key ;: Ef=inkev¥ ; SC==cancode

I50 if BC=97 then cls 5 hide on 1 #for B=8 to 15 1 colowr R,val (UNDOF(R)} 1 mext
R : BET=@  DO=l 3 colour 2,%7@ 1 goto S0

368 H¥=""  clear key @ until Y<30 and X430

I8 id Y99 and X4138 then goto 4468

8@ if X=122 then gosub SB@ 1 SET=@ 1 goto 38

0@ if =122 then goto L308

489 if X=121 then goto 728

41@ 14 X=12% then default @ and

428 ink B ¢ i X<%® then bar 2,188-0P0S1#28-2 to 18,188-0F061#24-18 : POS1=X-1
43@ i KB and X<I17 then bar 2&6,1EB-DPOS2#24-2 to 42,188-0POSZ#24-18 : POEZ=X-9
44@ iF X»léd and X<{25 then bar 5@, 186-DFOS3#Z4-2 ko &6, 1BE-DPDSI#24-18 3
FOSI=K-17 i

450 gota 170

458 N=X-10@ : B=¥ : ink @ 1 A¥shex#lcolour (B))

47@ bar Z,1BE-DFOB1#24-2 to 1B,1BE-DPOS1s24-12

480 bar 246, 188=-0PDSZe24=2 to 42, 188=-0F0S2s24=180

498 bar 58, 188-0FPDS3=23-2 to &b, 1B8-0FDE3I#24-18 1 goto 280

@ rea w» GRAR SCREEN/SPRITE PALETTE =w

SI@ €18 : hose 1 pen 1 @ C=R

528 locate §,7 : centre "BRAB BFRITE PALETTE® 1 locate 8,11 1 centre “GET
FICTURE FALETTE™ : locate @,13 ¢ centre "RETURN TO MAIMN HENU" ¢ 4or O=9 to 13
akepn T 3 box TH,ASE-2 to 274 A4#0+18 1 set zone 120+C,78,04B8-2 to 254, A=8+10 o
inc C 1 nest A

530 D$="" ; repeat @ X=zone{@) 1 until X<3@ and mouse kay=]

548 i¥ Y=12@8 then DE#~-"s.MBE" 1 A¥="Grab sprite paletie"

558 if ¥=121 then D#="#.#£" 3 Af="Get pic paletts (PI1,NED ogr HEKI"

S6@ 1§ H=122 then return

578 if DE{>™" kthen goto 590

588 goto 538

598 cls ¢ Fé=file selects(DE AR, 41 & &Ff FE="" then return

&B@ CEfF-right#1F#,3) ¢ if CKEMBE" and CK$>"NED" and CE#{»*PI1" then return
&1B if KE="5" then goto &20 else erase 5 1 reserve as screen 5 1 load F#,5 1 get
palette (3) : erase 5 : D=1 : return

G628 load F# : X=hunt (startil) to startillelengthill ,“FALT"1+4 ¢ for A=@ to 15 =
colour A,desk (I+H482) ¢ next A 3 erase 1 3 D0O=1 ¢ return

&30 rem *8 SAVE PALETTE AS ASCII =a

448 £ls ; LE="" ; HE="1@ palette -

458 for A=B to 15 @ if AX@ then BE=","

&b GF-GFrhenFicolour (A1) ¢ LE-LF+EE 1 nexkt A ¢ HE=HE+LE

670 F=file select¥ ("8, ABC" ,"Bave a paletie in ASCII format” 4)

GEHB if F$="" then SET=-B : goto 3@

A%98 1f upper$irights (F§ 31 )<>"ASC" then goto &7@

788 open out #W1,FF @ print #1,HF 1 close #i

718 SET=8 « DO=1 1 goto 30

Y20 roa sa LOAD ASCID PALETTE FILE =&

¥I@ clw : FE=file select®i "+ . A5SC" "Load a paletbe in ASCII Format® 42

74l i¥ F¥="" then SET=8 : goto 5@

7E0 £ F upperdilcightd (FE 81325 AREY then goto 7208
740 cpen in B .FEF ; for A=@ o 1T @ input #1,A%
FIR o f A= then AFeAt-"10 pal stbe"

A8 colour A,val (AF) § nest A 3 close &)

7R SET=@ : D=1 :; goto 3@

008 data "SAVE",“PALT®,"LOAD","PALT= “GRAB" "PALT= , "OUIT"  "PROGE"

B1@ rem =+ ERROR TRAFPING ROUTIMNE =&

820 SET=@ 1 DO=1 3 cls 1 hide on 1 locate @,11 2 cenbtre "Erfor"+strf (Bren)+® has
pocured 1n Line'+strEiere] )

HID locate @,13 : centre "Fress any key Lo réesume”

BAB clear key & wakt Eey @ Fédume I0
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SOFTWARE
FOR THE ST FROM SILICA SYSTEMS

ALL PRICES INCLUDE VAT & FREE DELIVERY

ATARI ST

- PIFS Tem! 1 %
e Ctip-Level Emieian

L B s TS
Euph hgrapnrm;upn g

Alonce+

1
i ATonce Plus is a PC-AT compatible emulator
i A i for all Atari ST models (except STACY). With
W ATonce Plus fitted, the Atari 5T can be used
l g as a PC-AT compatible computer.
emulator works with most Atari hard disks
and provides compatibility with the Atari [aser
printer. A professional fitting service is
available from Silica for only £34. If you own
an Atari ST and require PC compatibility, you
will not do better than ATonce Plus.

For use with 5T-E's or MEGA 5T's an adaptor is reguirad
{order ref: EMU T460 or EMLU 7306 al £20).

PC EMULATOR

® FULL 16MHz 80286 PC-AT EMULATION

® MDA, CGA, EGA & VGA GRAPHIC MODES

® COMPATIBLE WITH ST HARD DRIVES

® CAN ADDRESS ALL ST RAM - UP TO 4Mb
® RUNS EXTENDED & EXPANDED 80286 MODE
® 386 VERSION FOR ST-E AVAILABLE SOON

® TASK SWITCHER TO RUN MULTIPLE
PROGRAMS SIMULTANEOUSLY

RRP: £249 )

£189

Order Ref: EMU 2286

SPREADSHEET

The

==

PACE LINNET + FASTCOM 2

Expariance the world of edeclronic oom-
munication| This iow cost inreduction will pro-

ATARI ROBOKIT

Explora the lascinating and inbricals world of
rebotics with Robakit. Thés comprahansiva in-

BEEy-lo
® Compalitrle with aif Atarl §T's
® Works wilh Lapo Technica Kite

ATARI MEGAFILE SIIHII l 60Mb HARD IIISIS

An I panshe anewer 1o your mass slorags requirements. Alari Megaliles: are fully compati-
tda with @il 5T's. providing high capacity, fast storage for data and applications,

vide you with howrs of enjaymant as you Salk” § terface for ST's. can be used in conjuncban § & 30W or G0MD feymeifed sforage capaely - REEY-05-0E0 DEck-op Softwary home finances, piot graphs or any of the other
lo fallow computer users around the world. | with any Lega Technical Kit o build all kinds § e Desigwer cofour ep-onfimated striing ® Foll mcovaryfesion " thousands of malthematical calculations for
ol modals and robois ® Umcompiicated plug-le and po sparailen ® Falgciive backop and restons everyday home and business use.
= Powani, usd soffwive Mclodad & Daigy chain up o T haed disk drives = Ksap Ing & ‘Irangachions”

FREE - Atari ﬂrl:llhr& Backup Software Worth EZMG

MEGAFILE 30
& ARCHIVE

MASTERPLAN

Saphisticated GEM spreadshesl. based an
Lotus 1-2-3. With It, you can calculate your

g TECHN
|

: L
o ik >
il .
i LT %
4 R

L MEGAPAINT 1l PLUS

Profassanal veraion of MagaPainl [T, mclsdes
bit map and vecior graphics drawing tools,
massive range of features and fast interface.
Supparts larpe soreens, nelworks and TTs.
® Mullinls fayers, bath weetor and Bif maps
& Mpspive selschion of Insds awd faciTias

MEGAPAINT Il

Tha wery baat high resolulion, moncchroms
graphics package. MagaPaint Ii |s designad
1a aliow you o creabs, adit and finalise artwork
iua1lmahadmmnrbupmgltlmam
packaga. A parfect OTP companicn.
® Prinfer reaplulion (avew fagars) an sereen
'I Usar mmm

ang gainting Iraies
® Huge mnpe of foais

Tamm
.Sa;:‘rm?t

DAATAscan PROFESSIONAL

Allaws graphics o be acanned in 1o the Aladd
5T and used in graphic packages or DTP pro-
grams. &n ideal allin-one solution for your
black and whita s:mning resquiramenis.

TECHNOBOX DRAFTER 2

A pivwertul, by cosl CAD . QsEkly
becoming the Ieading G sysham
TechnoBox provides avary facility the serious
CAD wser will require.

PAGESTREAM 2

Pagaesiraam 2 i a lull and comprahedsive

DTF package. You can creale lefierheads

adverts, manuals, in fact anything requinng

lel and graphics 1o ba mived on & page.

® CompuGraphic an-scrse outling fanis

® Wrap fext arsund irreguiar shapsd praphics

® Gompalibie with the majority of printars

& [mpor [ext sed graphics freve most Amiga, 3T,
FC & Mpe packapes

ARP: £20000 # Terf & praphics motafion

£199

RAF. £18095

£169

[vdar Ral. 304 2335

RAP. £19995

SILICA SYSTEMS OFFER YOU

& FREE OVERNIGHT DELIVERY: On all hardware orders shipped in the UK mainland.

& TECHNICAL SUPPORT HELPLINE: Team of ST technical experts at your service.

® PRICE MATCH: We normally match competitors on a “*3ame product - Same price’’ basis
® ESTABLISHED 12 YEARS: Provan track record in professional computar salas.

® BUSINESS + EDUCATION + GOVERNMENT: Volume discounts available for large orders.
& SHOWROOMS: Demonstration and training facilities &t our London & Sidcup branches.

® THE FULL STOCK RANGE: All of your 5T requiraments from one suppler

& FREE CATALOGUES: Will be malled to you with offers and software/peripheral details.

® PAYMENT: By cash, cheque and all major credit cards,

Bafore you decide when to buy your software and peripherals, we suggest you think vary carafully about
WHERE you buy them. Consider what it will be like & few months aftar you have made your purchase,
when you may reguire help and advice. Will the company you buy from contact you with datails of new
producis? At Sillca Syabams, wa anaune that you will have nathing to warry about, We have bean esiabish.
od for owar 12 years and, with our unrivalled axparience and expartisa, we can now claim io mest our
customers requirements with an understanding which is second to none. Bul don't just take cur ward
far it. Complate and return the coupon now fior our latest Free literature and bagin to experience the
“Sllica Systems Servica'

I'u'l.ﬁ.IL ORDER HOTLINE

SILICA
SYSTEMS

= 081-300 1111

—

1-4 The I'-'Im Hather'le{ HI;I Su:ll:u[a Kent, DAT4 dEI): WI llh-ﬂll!- mm
{rmur Llnuu Upﬂn Mor-Gat S.00am-6 aln Highl Opermg
52 ‘rul.'lannam Euurt Road, London, WiP OBA m lm-m 4000
MG 5308 Lats Mighl Opaseng Mo OT-RE3 477
Smfrh:lges 151 Floer], Clenrd Street, London, WiA 1AB Tel: 071-629 1234

Mon-Eat §.30am-E.00pm Lata Might: 'i'hur: umil Bpim Extargion: 3914

1-4 The Mews Hath\eriey' FII:I Sll:lcllp, Kent, DAtd J“JI. 'hl nm-am 8611

Mo Bal S.00mm-5.30 Friday wntl ?nm 308 DT
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SIDCUP SHOP:
Opaning Hours:

M

Silica Systems, Dept PSIX-D292-69, 1-4 The Mews, Hatherley Rd, Sidcup, Kent, DA14 4DX

j(SEND ME ST PERIPHERALS/SOFTWARE INFORMATION]

| am interasted in: @ ... » ... e | | [ B.... g ... & ... 5] I
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FREE

with orders over £10

Yes a £9.95 Datasoft game absolutely FREE when you
spend over £10 with the Accessory Shop. Check out the
offers on this page and on pages 47 to 51 and send or
phone your order. If it comes to more than £10 (excluding

postage) we’ll enclose a copy of this Pacman type game
absolutely FREE if you ask for it.*

7 .

=P i A

*NOTE the game is on disk only and we will not therefore include a
copy automatically unless your order contains disks

FULL DETAILS OF THE OFFERS AVAILABLE FROM THE ACCESSORY
SHOP ARE ON PAGES 47 to 51. AN ORDER FORM IS ON PAGE 52

CHECK OUT

prtasre=a () RIK I oiskonwy THE ACCES-OT SRUR
" i [ ; The Infocom classic and the adventure game that changed the way PAGES FOH M&NY

| all fulure adventures were written. The Great Underground Empire ’
of Zork is well documented by now and thousands of players have
bacome addicts graduating to Infocom's more difficult adventures. MOHE BAHGA,NS-
Zork | is the ideal introductory level adventure for beginners or
those with a little experience. If you have never ventured under-

ground before now is the time to try, it's never been cheaper to : r

expand your universe! Classic original Infocom packaging with .
excellent manual and a map. SUPER SPEC'ALS
OUR SPECIAL :

OFFER PRICE 2295' MAXWELLS DEMON

Check out the review in Issue 49. Paul Rixon found
this simple game to be quite addictive and at this
price can you afford not to become addicted! It's a
different type of game, more in the Tatris mould than
an arcade game. It sure makes you think and the
price won't break you if you don't get fully hooked.

DISK DNI._‘I" Recommended price £9.95
KABOOM SUPER SPECIAL JUST £1.99
Che.l.llénge the Mad Bomber as he tries to bomb you out of
sight. Can you catch his bombs and dowse them in time? yﬁﬁgmémlﬂ?mneggT L&EIE HY
Or would you like to be the Mad Bomber and try to flatten zgu t.ﬂmplng over fire, runni ':;i' readmills and i
one of your friends? Lots of excitement for one or two m mﬁ.'.""h'"“ lmdﬂm ﬂll:énsw p:llg; and 3
players in this addictive arcade game that won awards for | {00, o n 2o B e your awn for neverending 3
Best Audio and Visual Effects when it was first released. fun. This is what platform games are all about. : 2
Simple yet addictive. DISK OR Recommended price :
CASSETTE £7.95 cassette/£9.95 disk 1

ROM CARTRIDGE

OUR PRICE £2.95 SUPER SPECIAL JUST £1.99

M ASTE RTY P E One of the all time classics for the Atari, Zaxxon set

new standards when first issued and was copied

Now anyone can learn to type whilst playing a challenging :;“":‘.Y“m ﬁﬁ;ﬁ:ﬂ;ﬁm '“"r“ ";::“ |
Lﬂ'ﬂfﬂ aunch

game. Mastertype was one of the original ‘game based’ typing anti-aircraft tanks and missiles

tutors which requires you to zap enemy words as they thmgl‘ll' :pnhr.: for the hLiIL“I'mnltg conflict n:tu:th am.d !y
approach from the four comers of the screen. But it not really robot - few have gol this far! Zaxxon, nc s
a game for, before you realise it, you will become quite "p':.’l"’c;'i i i e s s L
proficient on the keyboard as you progress through 18 les- :

sons of increasing complexity. DISK OR Recommended price

CASSETTE £7.95 cassettel£9.95 disk
ROM CARTRIDGE
SUPER SPECIAL JUST £2.99
OUR PRICE £2.95

ALL ITEMS MAY BE ORDERED WITH THE ORDER FORM ON PAGE 52 OR BY WRITING TO
THE ACCESSORY SHOP, PAGE 6. P.O. BOX 54, STAFFORD, ST16 1DR

CREDIT CARD ORDERS MAY BE TELEPHONED TO 0785 213928




